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Welcome to the first nationally distributed issue of Electric
Brain — especially to all new readers. EB is the best
video game console tanzine in the world (probably!),

not to mention that it's the only multi-format
console paper in the UK.

This fanzine is dedicated to the real games
player who wants the latest news on video

games, the top game cheats, HONEST
personal game reviews — in fact every-

thing console related: anime videos, game
music, coin-ops, gadgets and add-ons of

every kind.
We WON'T be giving you expensive "FREE" gifts

that you don't want (bumping up the price in the process) or ridicu-
lous reports of up and coming items that are based on nothing more than
whispered rumours in the men's toilets. And there'll be no ugly mugs mod-
elling T-Shirts.

Electric Brain deals mainly with the popular games consoles from Japan
(apart from the Lynx, which is American), although we cover all keyboard-
less games machines as and when they appear. As most of the new
games and accessories appear from across the oceans, we generally refer
to the machines by their original names. So the Super Nintendo
Entertainment System (SNES) is referred to as the Super Famicom (SF).
It's also less confusing when talking about things like the 8-bit NES.

Although most of you will own "official" UK machines, the British scene is
well behind that of Japan and the US... so EB will deal mainly with the
import scene. But we'll also keep you updated about what will be available
on the official British formats each month.

As EB is a FANZINE, we want you to contribute too, to make it better
than other commercial video game 'all-colour-multi-page-we've-got--tons-of-
dosh-to-throw-around-so-there" publications. Let us know what you think
we'd sure like to hear from you.

Remember... a fanzine is produced by the fansa n d  that's you!
Well, enough of me rattling on... I'll leave you to read the rest of this edi-

tion while I pop off to prepare some bits and bobs for the new extension to
my Blue Peter Tracy Island.

Oi&i& L
PS. Electric Brain is also the longest running console zine in the UK, possi-
bly the world, spanning four years. So you can rely on us!!
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Well, what a surprise! NEC are to release a new piece of kit!
In fact it's not really that new at all, being a redesigned PC
Engine DUO c a l l e d  the DUO-R. The changes are basically
cosmetic; the new machine's casing is smoother and
sleeker (the "R" is said to stand for "Round", as all the
corners have been rounded oft). And although the
DUO-R is actually a bit larger than its predecessor,
we suspect that the internals have been scaled
down to cut costs. In fact the system will be
about 20,000 Japanese yen cheaper at around
Y39,800 (that's approx £240 at the time of
going to press — watch the exchange rates for
more dramatic changes). That's certainly great
value for money for a console with built-in CD-
Rom. Available in Japan any day now.

Still on the subject of the DUO: a karaoke add-on was demonstrated at this year's Consumer Electronics Show in America. This in
itself is not new to the PC Engine, as NEC have already produced an amp for the machine which includes karaoke.

[1L t r  L
, '  /___D)  A '  ( L

L J  J  U
Last issue we reported news of Pioneer's Laser Active Laser Disk machine, which can not only play full size video
laser disks and standard CDs but (with optional adapters) can also play Mega Drive cartndges and CDs, PC Engine
cards and CDs, as well as LD-Roms. Add a Karaoke adapter and you can sing to your heart's content!

But when will it be available and what will it cost? Well.., the latest news is that all the units will be out in July.
The main system (CLD-A100) will cost around Y90,000, that's a cool £400. The Mega Drive and PC Engine
adapters will set you back a further Y60,000 (about £270 each), while the Karacke adapter will cost Y20,000
(f100 approx)!! So not many people will be getting one of these, that's for sure. In fact it would cost about the
same to buy each of the systems separately, although you wouldn't get the LD-Rom. An LD-Rom is similar to a CD-
Rom, which can hold 540 megabytes of data. But as the LD-Rom laser disk is larger, it can hold 60 minutes of
audio and video too!

G A M G  SOON
- o m a * u

th the US going crazy over
the recent release of the
Sega-CD system for the

Genesis (American version of the
Mega Drive), it's expected that Sega
will soon release the official system
in the UK. The CD unit will be bun-
dled with a six-in-one game pack,
featunng five previous cartridge titles
(Golden Axe, Streets of Rage,
Columns, Super Shinobi and Super
Monaco GP) as well as Sherlock
Holmes Consulting Detective.

As our man David Simmonds has
just got himself a US Sega-CD (after
fighting off large numbers of Yanks
to get it), check out next month's EB
for his views on the system and all
the software. As the UK version is
likely to be very similar, he'll be able
to tell you exactly what to expect!

EVEN MORE
ACTIVE

E v e r y  so often someone comes up
with a totally strange control device
intended to put the joypad out of

commission. There have been light guns,
the mouse, the glove and several strange
head-gear devices. But Sega stole this
year's Consumer Electronics Show in
Chicago with a device called the Activator.

The Activator is based on an eight-
piece, octagonal interlocking module. You
connect it to your Mega Drive, stand in
the middle of this octagonal shape and
control the action by moving your body!
The system uses light beams from the
eight sections to detect your movements;
this information is transferred to a charac-
ter (or whatever) on screen, which can
then precisely mimic your actions. At the
CES, the system was demonstrated with
the game Streets of Rage 2; by jumping,

punching, etc., you could get the charac-
ters on screen to perform the same
moves!

It's expected that the Activator will be
available in the US in the autumn (or
should that be the fall?) at around $75,
bundled with
a game car-
tridge contain-
ing two games
that are spe-
cially written
to use it.

Although
the system
won't suit
every game
on the mar-
ket, it sure is
a neat idea
and one that
will keep you
fit as well.

ACTIVATOR - THIS GUY SHOWS
HE SHOULD BE INCLUDE?) IN THE US

OLYMPIC HIGH JUMP 74M!
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W e l i ,  you've heard o f  VR
and CV. Now NEC have
released VC. What  is i t
and what  does i t  do?

Our man in the  electric chair is
Onn Lee.

VC (sounds rather awful, doesn't it?)
stands for Virtual Cushion. The best
description I suppose is that it's either a
poor man's Vibrator Seat (that's a VS to
those in the know) or  a massager!!

For your £50 (or in this case
MY £50), you get a blow-up
plastic thingy resembling a miniature
tubed airbed (see Argos catalogue,
page 65, number 20 — or 21 with-
out the bits). I t  has a phono
socket on the outside, a vibra-
tor unit inside, a zipped jacket
cover, a small black box with
dials and sockets, a couple of
cables and a 9V power supply
(Japanese of course).

To set up your VC, you blow up the air-
cushion thingy and place it inside the
zipped cover. Then you hook it all up to
your machine. As the cushion works on
sound, i t  doesn't just connect to NEC's
PC Engine/DUO, but can also be linked to
all other games consoles — plus comput-
ers and other music systems like a
Walkman, Diskman, radio, hi-fl or TV.

The small black unit is really a mini
amplifier, powered by the 9V adapter. I t
has four sockets on one side: one is a
sound connection to the cushion, two are
line-in stereo phono sockets where you
connect your sound source (PC Engine,
Super Famicom, etc.) and the fourth is a
3.5mm stereo socket for an additional
sound output; you can link this to a pair
of headphones or to an amp/big speak-
ers. As you can see, when connected it's
wires everywhere!

So far so good? Then get ready to
vibrate.

Place the cushion on the back of a
chair (a solid, rigid one is best s t a n -
dard office chairs aren't too hot as their
backs rattle!!), plug in a game, turn on
and away you go.

The cushion will vibrate with loud bass
sounds, especially with drum beats,
strange synths, explosions, loud thuds
and so forth. You can vary the vibrations
by adjusting two dials on the small amp.
One is the vibration volume, the other is
labelled "Effector"; this varies the width
of sound frequency for vibration. With low
vibration volume, the feeling is like stand-

411 THE 8/iS AND 11085
CONNECTED TO YOUR DUO HERE!

ing in front of some big speakers y o u
can't feel much on your back. But on
higher volume, it's like a juggernaunt has
just rolled past your house. The lower the
setting of the Effector, the smaller the
range of sounds that are picked up for
vibration; conversely, the higher the
Effector setting, the larger the range.

The amp also has a volume control for
the 3.5mm socket, useful when wearing

headphones.
So what's it like?
On Street Fighter II it's great.

Because the game has some
brilliant music, i t  really sends
lots of vibrations to your back
especially on E Honda's stage,
where the effect increases and
decreases dramatically.
Punches, kicks, and b e s t  of
all — when you or your oppo-
nent hit the ground also send
out thudding vibrations.

As you might expect, the VC
is best used with shoot em ups — CD
games are even better. Gradius II and
Darius on CD for the PC Engine are both
fabulous. In fact any game with lots going
on, like Assault Suit Valken/Cybernator on
the SF, really makes your back work!!

Overall, the Virtual Cushion doesn't
really enhance gameplay or make a game
more enjoyable. Nor does it create the
feeling of "being there" as with coin-op
vibrator seats like Astron Belt. Because
the cushion responds to a wide frequen-
cy, a game with heavy, bassy background
music has it vibrating most of the time.
And as yet no games have been pro-
duced specifically to make best use of
the cushion's features, although it's
hoped that NEC Avenue's forthcoming
Super Darius II on Super CD will do so. In
particular the cushion should vibrate
more when you are hit — and at a maxi-
mum when you die.

However I do think the Virtual Cushion
is quite extraordinary. Since I've had one
I've been using it on everything  a l l
games, including those on Gameboy! It's
such a strange effect and, although not
an essen-
tial prod-
uct, quite
fun. It's
also good
to your
back.

4YNSWffl1I1EV.0 VSETRD4I V/8RA7W

BARCODE BATILERS?
E v e r y  other magazine in existence

has been going on about the
Barcode Battler, as well as the
Gameboy version by Namco coming
out soon (not to mention a Super
Famicom adapter). But do they know
what it's all about? Not really!

Well... EB for one will definitely
NOT be covering the Barcode sys-
tems as they are very boring! The
machines have been available in
Japan for a few years now. You might
have read that they're extremely pop-
ular over there and that thousands of
garners have been packing supermar-
kets to get certain goods (like noo-
dles) for high scoring barcodes
this is not exactly true! In Japan
Barcode Bathers are really about as
popular as those mini handheld LCD
games you can buy from toy shops...
ie. not very popular at all. When the
majority of Japanese garners already
own a Farnicom (Japanese S-bit
NES), why should they want a naff
Barcode Baffler?

As you might have seen, the
Barcode Bathers have LCD screens
and only display numbers like a cal-
culator or digital watch. They can't
display flashy graphics or sound —
well nothing more than a few bleeps.

The games themselves are basical-
ly RPGs or War titles. So when you
are attacked by something (in theo-
ry), you have a set of numbers repre-
senting your health, power, etc. and
so do the baddies. The idea is that

you use barcodes taken
from household

products to
determine

the

amount
of hit points
you can inflict on
your opponent a n d
behold you see the num-
bers changing! 7m17mm7!

The Gameboy version should be a
little better as it will come with a car-
tridge that displays graphics of play-
ers, enemies etc. But the gameplay
will probably be much the same. As
for the Super Famicom Barcode
Baffler adapter... why anyone would
want to buy such an item when there
are so many good RPGs for the
machine is beyond me.

EB verdict: stay well clear of them!
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GAMES NEWS

s o

Most news o f  hew
games comes from the
Consumer Electronics
Show ( C E S )  t h a t
recently took place in
Chicago — we couldn't
list all the titles that
were promised, so
we've picked the,
most interesting.
Also t h i s  month,
more news of what we
can look forward to
from Japan.
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MESA MAN COMING TO YOUR SLIP.R
TAMICOM SOON

More Neo Geo convers,ons come from Data East. Right now
they're busy programming Sengoku (the rather strange Heaven,
Earth and Hell beat 'em up adventure) for the SF. They also have
Shadow Run (a 3D isometric RPG) and Ultrabots, a 3D first per

son perspective Battletech war strategy action
game.

American Softworks
After the average Skuljagger, AS are to release Super James Pond for the
SF. Although the title suggests it's based on the original game, i t  is in
fact a conversion of the sequel — Robocod, the great platform adventure.
The gameplay will remain the same as the MD version, but the graphics and
sound will be even better!
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Lucas Arts
After the success of Super Star Wars... yep.

you've guessed it :  the sequel will be Super Empire
strikes Back. It's currentlY in p r o d u ° °  and will be availab i n  the the
summer As  with the first game i t  will folloW the film closely -  from sta-
ing on the ice planet with AT-AT Walkers and Snow Speeders t o  finding

oda, dodging those boun h u n t e r s  and the arrival and goings on at
Cloud C i .  Like Star Wars, the game will feature a m i u r e  of arcade plat-
form action (plan view and side view shOOt em ups) together with mode
7 flying bitsl plus the usual great graphics and sound.
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Swisoft
Although Accolade's

Bubsy was one o f  the
main video characters a t  the
CES, Sunsoft's Aero was also a
big hit. Aero is a Super Hero Bat
(Acrobat in fact), who can perform a
number of stunts in his mega arcade platform romp. Aero looks great
-  watch out for a full review soon.

Sunsoft also have Tazmania for the SF, as well as Daffy Duck and
Marvin the Martman in a great looking plat-
form shoot em up.

SUNSOfl'S TAZMAN!435
ACTION
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GAMES NEWS

AbSOI11

Tennis games on the Mega
Drive haven't been too stun-
ning, but Absolute are hoping
to change this with Amazing
Tennis. It is of course a con-
version o f  the  SF
game and likely
to be very simi-
lar.

pfter PE0 e super
Chee t '  ne%"° are set
¶arnc0m o r  the
to convert t h a t

nttcal, the
of power

ould
game.

Konam'
After the two excellent Konami titles we reviewed last issue for the
Mega Drive u e 5  and Sunset Riders), the team are to release an ong-

mat game called Rocket n i g t  Adventure. me game is a cuteGhouls n' Ghost style action adven-
ture in whiCh you play

- t h e  P a r t o f a i
armoured rat,

- complete with a
•  ' s w o r d  and rocKe t i

pack. I t  fea tUresL -
bdlliant animated spriteS and "
will appear on cartridge for-
mat. Unfortunately onami
hasn't v e n  a release dateyet. But it looks megal

Takara
After the conversion of Fatal Fury for the
Super Famicom, Takara are set to convert
the game for the Mega Drive too. From the
screen shots we've seen, it's very much like
the Super Famicom game (see review in this
issue), although you will also be able to play
any of the characters in the two player
mode. Another forthcoming conversion is
King of the Monsters; this too looks very
much like the SF game.

3Y3flOj
As licence owners o f  Bram Stoker's
Dracula, Psygn55 are Working on a
wicked game based on the movie for
Megac T h e  new game uses amazing
digitised PiCtures from the film with terrif-
ic digit,Se sprites - there's even Some
full motion Video thrown in for good mea-
sure. On first sight very impreiVe but,
COflsiderjng most Psygnos,s games are
more about looks ancj Sound than actual
PlayabjliW let's hope that Dracula lives up
to Its bIoodqueflcjflg promise
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FATAL FURY ON THE MEGA DRIVE.'

tradeWest
Battle Toads will be
hitting the Mega
Drive real soon in
the US, The game wil be a
direct port (in terms of garnePlaY and
levels) from the 8-bit NES version. But of
course the graphics and sound will be
vastly improved. I have to admit this is
one of the best games on the NES, not
to mention one of the hardest. DefinitelY
a MUST BU'( when it's released in the
spring.

•Sony
Imageworks

Strangely, Sony are to
re-release Chunk
Rock for the Sega-
CD. The CD game
looks very much the
same as the MD orig-
inal. So if you bought
the game on car-
tndge... forget this
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Sega of Japan
More news on the Final Fight CD: it should be available around now. it also turns out ti
the e ra  two player mode is not a one-on-one game as in Streets of Rage II; instead t
two players are up against all the thugs (as in the normal game) but on new backdroPs. T

- winner is the one who defeats the most opponents — this shoul
a lot more funi

°. ,  Sega 's  Assault Suit Leynos/CYbernat0r style game — TranS
I Banker — will be available real soon, probably in May. As with

all battle-Suit type games, you can choose between absolutely
' masses  of awesome weapons and there are hordes of enemies

• to blow U. Transa Banker also has a new twist in that it also
features an Op. Wolf style shooter game within.

Although the Manchester Utd. football
game has been converted to the Mega
Drive a s  European Championship
Soccer, Sega have also decided to pro-
duce their own Soccer game for release
at the end of April. J LwagUe Pro StKer

SEI'SSWffCHC4RTOONON ' 9 3  is very much like Kick Off but with
better graphics. An added touch is that
Sega plan to incorporate a four player

option t h i s  will work with a four player adapter coming out ______ •
soonl The game will be on 8meg cartridge, including battery • _ _  •

back.Finally, if you have a Mega-CD, look out for Sega's strange
comic CD called Switch, which features over a thousand w 7 T M 0 M
animated strips. It'll be out at the end of April. T I M M f f l

iat ,  T a  Ito • ' —
e

Sor and lgpun  the M e g a c , t h  Chunky
Sibfe No releaecdhl0 to make it as fast Poces..

Another Ta a t e  for this as a s  Pos-'°Mecc y e t .WI,, be LJ a t h a  CD title N
d1d '  feature You read this. BLt a inja Warriors
though Will anything special i t  d s the coinop
game5 u  any different S f l t  look as
animated intro f r om the CD omothercartidge

Meanwhile a n d

:0ners: '  of t : : o l e  the

Oh Yes
to bring Th a r  t0  S

Engj t 0 0 m a s  the n k
Drive t h  the Meg

look g  t h i sCation '  more

SUBSCRIPTION
Subscribe now and get 1 2  issues

for the price of 10!
Pay £10 and get a year's subscription to your favourite magazine ELECTRIC BRAIN - the best! That's
a saving of £2 on the normal price. Just fill in the coupon below to guarantee your copy. Send your
order to: Electric Brain, Space City, 77 Blythe Road, London W14 OHP

ORDER FORM
J  Please start my subscription with the next issue

I enclose a cheque/money order for £
(Do not send cash ri the post. If yoi do and it gets lost EB cannot be held responsible)
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FEATURE

PHI LIP-S
•  t h e r eFi rst::.

Then came the Compact
Disc. But now there is CD-I
— sound, vision and interac-
tion. Nick Burne waved his
pound notes at the sales-
man and said, "I'll take one
of those please. And NO I
don't want it on interest free
credit — I've watched
Watchdog! ".
After I got burgled I thought I might as
well spend some dosh, so I bought the
Philips CD-I (they call me Flash Git!). As
it cost about £500, I thought this has to
be good. I
bought

THIS IS TIlE EARLY VERSION OF THE PHILIPS CD-I MACHINE

pieces of software with it which I have
since reviewed (a couple here).

My CD-I came in a massive box and
was extremely heavy. In the box was the

SESAME S7REU. WHYDIDN7NICKEET THIS?

CD-I unit itself, a "thumbstick controller",
loads of leads and a promotional disc. So
I got to work setting it up.

Half an hour later...
On the box appeared a menu screen

with an open/close con, memory, dim
and setting icons. So I pumped up the

-I:
volume on my stereo and let it fly! The
promo disc booted and an amazing
orchestral music score started, with loads
of digitised images starting to fly across
the screen. After nearly fainting, I was
confronted by a cartoon character doing a
piece of graffiti. I decided to move the
controller and the character turned
around and wrote on the screen: "go on,
press a button". I did this and was pre-
sented with another screen which said:
"CD-I Player, Stereos, DCC products,
Matchline products, Videos and other
AudioAlisual products".

I clicked on only to discover that this
was just a series of adverts for other
electronic goodies.

So I put in my first interactive game
disc and started playing...

Escape from Cyber City
CD-I by Fathom Pictures

I saw an advertisment for Escape from
Cyber City in Dixons and it was amazing!
They had made an Anime film called
Galaxy Expriess 999 into a game!

When you first start up this game (its
very quick to load) you are presented with
the option of going on the Cyber City
tour. This basically shows you some clips
of the film. In fact at this point I was sur-
prised to discover that the game was a
shoot 'em up!

The game is very highly polished, in the
style of Dragon's Lair on the arcade. The
graphics are of brilliant laserdisc quality
and the sound is amazing. "See this gun,
kid? It can shoot the lips off a cock-
roach!" Awesome! But as the thumbstick
is a highly sensitive control device, the
game is b**** hard to play.

My favourite bit is this: three cops are

SCORE
Video 9 5 %
Audio 9 7 %
Playability 8 8 %
Lastabllity 8 8 %

walking down a street and if you shoot
one of them, they capture you. So what
you do instead is shoot the fuel tanker
behind them — it explodes, killing them
in the process!!

This game looks like it will last me for
ages, mainly because of the extremely
high difficulty level. Escape from Cyber
City is made by a company called Fathom
Pictures, who also produced the amazing
Palm Springs Open (read on). I look for-
ward to playing some more Anime inter-
active games. Fist of The North Star, any-
one?

Palm Springs Open
CD-I by Fathom Pictures

Anyone for golf? This CD-I game is bril-
liant. Based on several courses around
the world, it features full motion video,
digitised graphics and sound.

The game starts off with a jaunty little
tune and you are immediately presented
with the option of playing a full 18 holes,

SCORE
Video 9 8 %
Audio 8 8 %
Playability 7 1 %
Lastablllt3r 6 6 %

just the last 9 or the choice of practising
any one of the 18 holes individually. You
can have up to a maximum of four play-
ers, each identified by their different
coloured shirts.

Next you are presented with a massive
golfer and I thought: "It's going to be
jerkier than Golden Fighter!" How wrong I
was. After selecting a club, checking the
wind and aiming, I took my first shot. The
animation was the best I have seen any-
where — the golfer's swing was perfect
and the ball flew into the distance beauti-
fully.

The controls for Palm Springs Open are
simple but effective and the game is
enjoyable to play.

There is one let down, however. When
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you get on to the green and you
putting, the power gauge is tricky to
use as there are no numbers above
it. OK, I thought, let's try the maxi-
mum: the ball flew way off the
green and the running commentary
started taking the mickey out of
me! So I tried one notch lower
but... this time my shot was too
short! 62 shots later a n d  very
frustrated — I finally got the ball in,
just 65 over par.

Sobbing uncontrollably, I hit the
power button.

TO
GUARANTEE

A YEAR'S
SUPPLY OF
ELECTRIC

GO BACK TO
PAGE 9

CD-I $flCS*
COMPATIBILITY

Three and five inch standard audio CD
CD+ graphics discs and visuals

•  Photo CDs
' rCD ROM-XA

SPECIFICATIONS

Maximum audio capacity: 19 hours (audio only on CD)
Maximum text capacity: 250,000 pages (text only on CD)
Maximum graphic capacity: 7,000 photographs (graphic data
only on CD)
Maximum full motion video capacty72 minutes c¼/deo only on CD)

3 Motorola 68070 co-processor
lnfra-red remote contml, as well as mouse and keypad operation
1Mb RAM
16 million colour variations
Digital video and audio processing
Bitstream digital/analogue conversion
Full-motion, full-screen, based on Motion Picture
Engineering Group (MPEG) standards
Compatible with PAL, SECAM and NTSC television standards

Further adaptability with High Definition Television.
Playable via all current television and stereo hi-fl systems

* These specs are based on the Philips CDII9O machine.
Other models may differ

CD-I-- THE
BLURB

You've read what happened when EB's Nick inter-
acted with his CD-I. Now read what the makers,
the Dutch company Philips, say about it...

Every Philips CD-I player comes with a
remote controller, 12 months warranty and free deliv-
ery. Just plug it into your TV (and hi-fl for superior
quality sound), just pop in the disc and you're ready
for the incredible world of CD-I entertainment.

From disc production to playback, CD-I is an
accepted worldwide standard, so every CD-I disc will
be compatible with every CD-I player, regardless of
manufacturer Phi l ips,  Sony and Matsushita
(Matsushita trades under brand names such as
Panasonic and Technics) to name but a few.

CD-I has the backing of major recording compa-
nies, and is also set to become a preferred medium
of many leading publishers, such as Time-Life,
Reader's Digest, Children's Television Workshop and
leading games companies.

And this is only the beginning. Soon, CD-I will offer
feature films and ever more realistic games using
video of quality superior to VHS. Philips and Kodak
are also introducing photography to CD-I. With up to
100 of your own photographics processed on to a
single disc, straight from traditional 35mm film, the
whole family can view all those memorable moments
on your home TV.

CD will become the leading format not just for
music but for so many other media. Retailers are
already talking about CD-I taking over as the single
format for music, video and games. So whether
you're looking towards a new entertainments and
learning system, or maybe just thinking of replacing
or buying a new CD player, there is only one choice.
CD-I, the next generation in Compact Disc.
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PC ENGINE NEWS
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NEC Avenue
don't believe this

Avenue have at long last
announced that Rainbow
Islands will be released
any day now on standard
CD-Rom. The game looks great, but... will Avenue
change the release date and keep us
allwaiting?

12

Micro Cabin
Coming up from Micro Cabin will
be a two player MerCs type shOOt
em up on Super CD. lthOugh I
ment0n MercS, this game has
you up  against evil demons,
ghouls and other nasties.

However i t  will be a one
in w h i C h  y o u
choose from four
characters,
move up screen
(armed t o  the
teeth w i t h
weaponS) and
deStrOy every-
thing t h a t
moves.

NEC HomeEIect,,o
from NEC

in fact

released t h eAlthotigh it

Ma :ca , s

Light Lady On next garn0
title Of a Four S 0 r  CD.Style as Zei ay game 0 1 O P S  Single

the same

r n

From the S  On CD, the  latest
games to  be converted into UIf
form will be Sini Earth, Riot Zone
and B o n l  I ! l : B o n k ' s  R i g
Adventure (available in the next
nlonth or so).

Also Coming Lip 00  Super
CD: Beyond  Shadowgate
Blood Gear, Camp California.
CD-Zonk Cosmic Fantasy ,

Cotto0 Dange rous  Journey,
Dungeon Eplor i i ,  Dungeon Master, Dynastic

\a H e r o  i l e  II, John Madden Football Might and Magic 3,
O '  t e  M i l i t a r y  Madness 2  and Power Golf 2. As you can see,

most of these are convejons of game5 from0 f o r m a t s  (with Somp .

I
el'' ,.

c go -  ror Nra' iWO PiAYJ CravE!. o r  ROTh CAN
CROW 8/CANE' CrANE' 0//MA/N'S HEAD!!!!

MICRO C481N's iWO PM YER S//OCT 'EM END DFJIO'is
A//i? AU

Madden
Football —  will we

see more EA games con-
verted for the machine? Ifso,
it should be great. Imagine a
four Player version o f  EA
Hockey o r  f o u r  P l a y e r
Basketball

Other in terest ing t i t les
include the sequels Power
Golf II and Military Madness,
I!. Neither have featured in
the Japanese press, so are
likely to be American Pro-
duced
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Gamb0Y"
One of the best plaOrm games on the ega  Drive is James pond
II - ROb0C0 NOW s e t  to be convert f o r  the GameboY. f  t
can handle all the bitS and bobs of the 6 -bit games this title IS

sure worth loolci1' out for.

G ° d G a m e b o Y  g °
vent been i e  SPOU1d s  a

0 f e .  OU u n
tl' bU  t e a S e  a t  emreCe '  chine a n 0 0 o n e  ' - ' - ç i e ,  game

mono 5 t \ e ,  one fighters. Th L  u s e
street Fl e i g h t  ftelent on so yoU car' wi th S1

opti '  r 1 . r 'a chOl o p l a y e r  • 0 t  a fne 5 o n l e 1
ieaW5 mebo/5tO fight d r a g ° °

to b

rena
champ%005

giter. t h e  t e S
onanlh5° inclU

n the W o l .  N\riia,
Zen mnte,a , d v e n t 5
TinY oons u \ a  and
2,

Sere

Gameb0Y/O'"
As for the Super FamiCOm, Lethal
Weapon and PugsleY's 5avenger
1-lunt are in the works for the
Ganleboy. If these games are as
good as the SF versions, then forget
Lethal Weapon and  snap u p
pugsteY's as s000 as possible!

GAMES NEWS

Coming soon from Sims (one of the few
companies that churn out games for
the GG) will be Kick and Rush. Sounds
like the arcade football game Kick and
Run? You'd be right as it looks very
similar.

through 11 levels of mechanical beast
ies, as well as contending with the usual
platforms and a host of nasty traps.
Redd is armed with jetpaCk and blaster,
although you can also pick up addi-
tional weapons, shields and fuel.
Power Factor looks to be the game
that all Lynx ownlers have been wait-

ing for for some time. Available as you read this.
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Rather quiet on the Lynx
front, as ever. And when a
good game does come out,
can you find it in the shops?
Where is Dracula? Anyway,
latest from Atari is Power
Factor. It's another Slime
World st',le game, but set in
the future. This is a wicked
looking shoot 'em up, very
much l i k e  Psygriosis'
Obliterator but without the con
controls. As Redd Ace you

must blast your way

POWERMCTORONTHELYNX. OUT WIIENYOUR&AD THIS.
REATTACITHESECOMO HOSS
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GAMES REVIEWS

EB'S REVIEW RATING
SYSTEM

For the benefit of new readers
(where have you been all this
time?!) this is how we work out our
definitive ratings...

VIDEO: How the game looks
presentation, graphics, scrolling, etc.
Not always a measure of how amaz-
ing it looks, but more a view of how
well the graphics suit the game
itself.

AUDIO: How it sounds in terms of
music, sound effects and speech
and, again, how well these suit the
actual game — eg. a fast paced
shoot 'em up with mellow tunes
would be daft!

PLAYABILITY: Generally, is the
game fun and satisfying to play?

LASTABILI1Y: Is it a challenge to
complete and are you likely to come
back for more?

OVERALL: The overall rating
the higher the better!

THE EB CODE OF PLAY
Video game consoles are generally

aimed at younger kids and so most
games feature a difficulty setting.
But when we review games:

1. The EASY setting is banned
because it's only for wimps. Games
played are always based on NOR-
MAL and HARD settings. None of
this "The game is too easy, I com-
pleted it in a day on EASY mode"
business — unlike certain maga-
zines we could mention!

2. CONTINUES (extra credits) are
also for wimps. The above also
applies.

[We dare anyone at Mega maga-
zine to complete Streets of Rage 2
in Mania Mode with no Continues!!
See Asparagus Tips for Mania
Mode.]

ASSAULT SUIT YALKEN!
CYBERNATOR

SUPER FAMICOM BY NCSIKONAMI

This game is the follow up by NCS to their Mega Drive game, Assault Suit Leynos.
Valken plays very similar: you take on a bloke in an armoured battle suit and make
your way through seven mega stages of enemy fire — so packed out that even
Rambo and the Terminator together would have trouble completing the missions!

As Valken, you can walk around, dash, fire in any direction and fly around with
your rocket pack. You also have a shield for added protection. As well as your stan
dard machine gun, you can pick up extra weapons along the way, including misslla
and lasers, all of which can be powered up further by collecting more.

Each mission is different — you may be sneaking into the enemy hanger
(sneaking" is probably the wrong word with the amount of racket he makes!!),
destroying one of the enemy's battle cruisers before its engines can be installed, o
setting out to gain control of Arc Nova, a giant asteroid between Earth and the
moon. Of course each mission is packed to the teeth with other Assault Suits, rock
et launchers, gun emplacements, fighter craft, traps and so on — not to mention
the prospect of flying through asteroid stoms.

That's the basic idea. Now read on to find out what our team of ace EB review-
ers made of it...

Marc: Cybernator has certain-
ly taken it's time arrMng.
Screenshots have been
around for about a year now,
so has it been worth the

wait?
Right from the start presentation is

top notch with a decent intro setting
the scene. The graphic style is an
unuuaI one — very
detailed, almost hi-res
looking with obvious influ-
ences from Anime.

The game itself is
basically a shoot 'em
up, but using some
different styles. In the
first level you are a
cyborg with abilities to
fly, using a rocket pack;
you must blast anything
that moves (and anything
that doesn't!) to get to
the end of level boss. The second level
is a more conventional shoot 'em up as
you fly most of the way through it.

Power ups, ener '  top-ups and extra
weapons can be collected along the
way by blowing up small canisters that
are scattered around the levels.

The graphicsare superb throughout
— loads of detail, lots of colours and
some smart use of mode 7 effects.
Little touches, like the floors and walls
being damaged when you blast them,
make this a visually excellent game.

Music is quite decent too. ..quite
bizarre in places but not as good as
Konami's own stuff. Even so it's well
suited to the action and some interest-
ing instrument sounds are used.

Cybernator does have a few minus
points. First, the game is interrupted in
places by messages from your base.
When this happens the game stops
suddenly and a box pops up with a per
son giving you instructions. This is a bit
annoying (and seemingly pointless) and
does break up the game at the wrong
places! Also, I found the movement of

the main character a bit too
slow (although the animatior
is great) and the controls

were often a bit awkward.
Another point worth

mentioning is the difficult
evel — to say it's
cranked up HIGH is an
understatement! Right

from the start you're has-
sled by loads of enemy

sprites and the second boss
really takes a hammering!!!!

Overall, Cybernator is a
top quality game. Hardened shoot 'em
up fans will probably get most out of it,
due to its extreme difficulty. Well worth
checking out if you're after a shoot 'em
up with a bit of a difference.
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Dan: Assault Suit Leynos on the Mega Drive was a
brilliant game, but was vastly underrated by every
magazine that reviewed it. This was probably largely
due to the tricky control method and Japanese text.

Apart from myself, only Lee "I was a fighting robot complete with
flamethrower and Kenwood multi-chef in a previous life" Scum
actually got into the game. (We're both into battle suit/robot type
stuff, which has a lot to do with that.)

Now NCS have released a brilliant sequel, which not only
expands on the original game but also (by way of greater techni-
cal accomplishments and a better control method) is much more
accessible — even with the Japanese text.

The first thing you notice when you play ASV is the great
attention to detail. The battlesuit stomps around very realistically,
with great animation on the legs and shoulders and great clank-
ing SEX. Firing the vulcan weapon results in a great recoil action
and a stream of shells flying from the back of the suit. Very
nice. Shooting the landscape causes small parts of it to be
destroyed. Also very nice.

Gameplay in ASV is truly brilliant, even better than Leynos. The
controls are very well organised and offer a superb degree of
control over your suit. The levels themselves are superbly
designed and have great variety. The best are the attack on Ark
Nova (a meteorite space station), a scrolling shoot-em-up level
(but sadly not up to Spriggan Mk 2 standards), an underground
cave level (complete with searchlight) and your final encounter
with a HUGE last boss!

Graphically ASV is excellent. Everything is
very well drawn and coloured with a suitably
dull palette. There are also some great spe-
cial effects, such as the huge expanded

Nick: Being an Anime freak, when
I heard that there was a new
game out with mobile suits in it, I
grabbed it at the first opportunity.
Cybernator is well presented and

is up to the usual Konami standard — with
fast and furious action, brilliant game play,
beautiful graphics and excellent sound.

Cybernator stars you as the pilot of a 'mobile suit" which i n
case you are not in touch with Anime (why not?!) — is a mas-
sive exoskeleton with big guns and various other death dealing
abilities, controlled by human operators.

The game has all the controls set out right and soon enough
you will be blasting the enemy scum out of space, the sky, the
sea, the ground and almost anywhere else! You get immense
satisfaction when you see chunks of armour flying off the
enemy, wasted bullet shells flying behind you and enemy troops
scattering... (Whoa! Calm down Nick! Take your Valium.)

When you are playing the game messages pop up; in my view
these add to the game. For example on one level you are
hurtling through the atmosphere at a great speed and these
enemy troops start attacking you when the following exchange

explosions and the scene
when the Ark Nova begins to
burn up in the atmosphere.

Sound is exceptional. As
well as the remarkable SEX,
the game contains some of
the best music heard on
the SF. Although one or
two tunes are less than
great, there are some
superbly dramatic pieces, with
great percussion and some
brilliantly synthesized voices.
Although the music won't be everyone's cup
game music fans will appreciate it.

ASV is a brilliant game — but it does have faults. The main
one is that the game doesn't take long to complete. But as long
as you don't continue (CONTINUES are for shandy drinkers any-
way) it should last you a reasonable amount of time. My other
criticism is that there are some missed opportunities. Anyone
who finished Leynos will remember the brilliant last level — a
giant space battle, requiring you to fly into the heart of the
enemy fleet, while lasers from both sides flew across the screen.
I was really hoping for something similar here, but it was not to
be. I would also have liked to see some elements from Naxat's
superb Spriggan Mk 2, particularly the selectable weapon sets.

I would advise all readers to take a look

METAL MICKP/, £4TYOURHEARTOLITII

of Earl Grey, serious

at Assault Suit Valken — it should appeal
to just about everyone (not just me and
Lee "Breville sandwich toaster" Scum).

occurs:
You: Oh s***! Here come those prats.
Enemy One: Split into attack formation

and attack the enemy suit.
Enemy Two/Three: Roger/affirmative.
Several blastings later...
You: Ha Ha! Couldn't stand up to the

awesome might of Nick, eh? Oh no! One of the enemy suits is
burning up in the atmosphere I ' l l  help him!

Now if anyone can tell me the point of saving the enemy when
he has just blown ten tons of
crapola out of you they will win
my respect — personally I think
it is pointless.

The game has seven levels
and each of them is action
packed with lots of targets to
blow away. The only thing
that lets it down is the
appearance of corny mes-
sates; an option to turn these
off would have been great.

89%
80%
75%
74%

HAVE YOU SUBSCRIBED YET?
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POWERMONGER
MEGA DRIVE BY ELECTRONIC ARTS

Onn: I f  sa i d  Powermonger was
my favourite game to date (the
Amiga version that is), then you
would expect a good review
here, wouldn't you? And you'd

be right.., in a way.
Powermonger is hard to describe. It's

like an arcade action strategy war game
— in other words it combines a mixture
of everything in one game. This is why it's
so good.

The game is played on a main map
screen, viewed in 3D isometric vision;
you can zoom in and out and rotate
around. The object of the game is as fol-
lows:

You play the leader of a small army,
which must conquer a number of islands,
each of which is inhabited by a number
of different (and bigger) armies. To
achieve this you have to give commands
to your leader through icons on the right
hand side o f  the map. You can tell your
leader to recruit men, pick up weapons,
move to a certain location, attack, make
an alliance and/or trade with an oppo-
nent, kill sheep, eat, invent weapons,
etc. All these commands are also affect-
ed by what posture you adopt — "pas-
sive, normal"  or "aggressive".

For example, i f  you give an attack com-
mand in the passive mode, your army will
drive back opponents but won't kill them.
This leaves you the option of recruiting
those men at a later stage. However in
aggresive mode... it's blood, guts, fight-
ing, rape, pillage, nuclear wipeout, inter-
planetary annihilation — well, the first
two anyway! When you're inventing items,
aggressive mode will let you create power
items like a catapult, while in passive
mode you would be making boats or even
pots for trading.

As Powermonger is a strategy game,
winning involves employing different tac-
tics against different opponents on differ-
ent islands. Sometimes you can just build
a large army and go round killing off one
opponent after another. On other islands
you may be confronted by a giant size

TSPIC17JREISNOTTHEMEQA PR!WS VION, BUrThTAMIG4 S/ON.
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army — so it may be a better idea to
invent a catapult and sit tight in a nearby
town. Then when they come for you, you
can fire your weapon and nail the leader
between the eyes first time!

Another tactic is to arm your men with
bows and arrows, equip them with boats
and then attack an enemy from the
water. And my favourite: hide in a forest
and when the opponent starts to invent

gathering wood in the process y o u
single out one guy and pounce on the
blighter. This reduces the opponents

army by one each time, giving you the
option to attack later on!

But what of the Mega Drive version?
Firstly, Powermonger IS a game played
with a mouse... and this is crucial to its
appeal. As the MD doesn't have a mouse
as yet, playing with the joypad is very
very tricky indeed! Not only is pointing
your pointer at the right spot very diffi-
cult, but the button arrangement for flip-
ping the pointer to the map, the main
play area and the command icons are all
very confusing. Why they couldn't have
left it like the Amiga version is beyond
me.

But if you can stand all this, then
Powermonger is virtually identical to the
computer versions, Graphics and sound
aren't as good as on the Amiga, but
they're adequate.

Worth getting? If you are a strategy
buff, this is definlitely the best of them all
— if  you can get to grips with the con-
trols, that is. To put it plainly: i f  you can
play Populous or Lemmings with the joy-
pad, you'll be alright. Me? Well as I have
the Amiga version with the good old
mouse, I don't think I l l  be playing the
MD game. For the average shoot/beat
'em up gamer, this might not be your cup
of tea as there isn't a lot of blood and
guts actIon and each game can last quite
a long time.

SWAPLINE
This is the bit where you can sell, swap, or whatever. It's our fantastic EB readers' classified section. It's FREE to the

public. But, of course, no trade adverts can be accepted in this bit.
Send all classifieds to the usual EB address and we'll fit them in, space permitting.

WANTED: PAL Booster for c  Engine. Good swap deal or price paid. Also wanted: Thunderforce 4 on Mega Drive (not Jap). Will swap for columns and Magic Hat hap).
Tel: 0602 612713 after 6pm.

FOR SALE: Super Nintendo games: Super Smash TV (US), Super Tennis (UK). Sell for £25 each or swap for acceptable titles (official Pilotwings, etc.) Phone J. webb on
0278 783274.

FOR SALE: MD game: Pliantasy Star II, £15. c  Engine games: Ninja Spirit, Side Arms, vigilante, Shinobi, P47, Doraman, Dragon Spirit, Rock On, Psycho chaser,
Chase HQ, £10 each. Also R-Type, Image Fight, Super Start Soldier, £15 each. Lynx games: Warbirds, Gauntlet 3, Blue Lighting, Rygar, Paperboy, Electrocop, £10 each.
Gameboy games: Nemesis 2, Battletoads, £12 each. Plus Turtles, Contra, Turrican, Dr. Mario, Faceball, Double Dragon, Revenge of the Gator (Pinball), Super RC Pro Am,

£10 each. Buy 2 or more games and I may throw in a free one, Ring Dan on 0602 202295.
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Onn: Enix sure come up with
some strange games. First there
was Actraiser, an arcade platform
slash em up with a Sim-
City/Populous game included.

Then they followed it up with Soul Blazer, a
Ys/Zelda Action RPG with puzile elements.
Now we have 46 Million Years Ago — or
EVO as it's known in the USA — a sort of
arcade action RPG with touches of Sim
Eartl-VCreate-Your-Own-Creature game
thrown in.

Before I descnbe the game I must point
out that it features a fair bit of Japanese
text.

As you might expect, the game is set 46
million years ago when life on earth had
just formed. You play the part of a tadpole-
like life form.

In many ways it resembles Sega's MD
game Ecco. Like all RPGs, you begin with a
certain amount of hit points and proceed
through several levels (maps), each of
which comprises several stages. On stage
one you encounter a number of underwater
plants and jellyfish. Touch the jellyfish and
they will sting you, reducing your HP.
However, bite them a couple of times and
they will turn into meat, which you can gulp
down. This not only increases your HP, but
adds to your EVO points. Plants will also
increase your HP.

EVO points are the key to this game.
Press SELECT and a menu of four options
appears. The latter three don't do anything
much, but the first brings up a whole set of
evolution options. Once you have enough
EVO points you can cash them in to change
parts of your creature. Generally the more
points you get for a certain part, the better
it is although in some circumstances this

isn't the case. Starting with your weedy tad-
pole creature, you can change its head to
that of a dolphin, or its mouth to one with
more teeth than Jaws. You can have a dor-
sal fin, another nice set of fins underneath,

HIRE YO(PIE VL INTOAN ELg4I.4NT..AND dIET TIlE 8/6 NAS7Y8IRP
I/4IV7PIW'Offl7ll

different size tails for speed, tougher skin
and even a horn.

At the end of each stage you get a map
of the level and a flashing green dot indicat-
ing where you can go next — a bit like
Super Mario. But as you progress through
the stages the other creatures also evolve.
So from encountering jellyfish you progress
to eels, shellfish, fish that swim away from
you when you get near, arrnoured fishes
and sharks! At the end of the level (6
stages) there's a massive shark for you to
kill, If you succeed you can jump out of the
water onto land. Then you can evolve legs
and breathe air. A time portal appears and
you'll be whisked to level two.

As a small reptile, you continue your
progress, snapping up lizards and an assort-
ment of dinosaurs. Then it's your chance to

evolve to bird form, rodent, mammal and so
on.

The graphics are brilliant: detailed parallax
scrolling platforms and backdrops, day to
night changes and different weather condi-
tions as you move around. The animation of
the creatures is adequate but not too hot.
Control of the flying creatures is a bit i f '  at
times. Sometimes when you want to jump
on a creature (very handy with big claws!)
you end up flying. Or vice versa.

Sound is rather poor. There are continu-
ous rolling, boring tunes with only the occa-
sional heavy stuff when you meet a boss.
Sound effects are minimal and could have
been a lot better.

As for the game itself... since I got it I've
been playing it for two nights (or should that
be mornings) running. It's one of those
games that you can't stop playing as you
want to see what creature you can evolve
into next and what lies in wait on the next
stage. "46" is very much like Sim City: not
terribly exciting to play and not terribly diffi-
cult — but very playable in a strange sort of
way. If you like Sim City or the Creation part
of Actraiser, this will probably suit you. But
if you are after fast arcade action give this a
miss: evolving a creature takes ages — it
can take an hour just to get off level one!

IMPERIUM
SUPER FAMICOM BY VIC TOKAI

Onn: With a name like Vic Tokai
you would think they were Japs,
but this is actually an American

' game. And as we all know, the
Yanks are pretty c*** at produc-

ing decent shoot em ups... and Imperium
is certainly that!

When you start the game it looks very
much like the Mega Drive game Musha
Aleste, a vertical scroller with the same
looking robot (but smaller) and firing multi-
ple vulcan cannons. But as soon as the
enemy appears — small green drones that
jitterbug around the screen with spinning
blue craft — all feeling of a great Musha-
kke game goes out of the window. You only

have one life in this game, but several bars
of energy which are reduced when hit. You
start with one basic weapon, while at the
top of the screen a "NEXT EXP" reading is
displayed. This number indicates the
amount of points required for an additional
weapon, an increase in energy anWor a
power-up for your weapon. As you can
guess, you have to shoot down a lot of ene-
mies before you get anything! The game
also suffers from the drawback that enemy
craft require a large number of hits to
destroy them.

Graphics are very average n o t  a patch
on Super Aleste. Audio is pretty awful too,
with boring, short and irritating tunes, as

well as rather poor sound effects.
The game is also very tough to play due

to its useless weapons and the fact that, if
you are hit, your weapons are immediately
downgraded. Overall Imperium must rate as
one of the worst SF shoot 'em ups to date
— coming real close to D-Force standards!

s c o l

deo
Audio
Playability 3
Lastability 2
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LETHAL WEAPON
SUPER FAMICOM BY OCEAN

Marc: Strangely, although the
cover picture of this game is
based on Lethal Weapon 3, the
game is actually called plain
Lethal Weapon, taking in ele-

ments from all three films to date. Either
way, what it boils down to is a multi-level
platform game. There are several mis-
sions to choose from: you can take out
drug barons and their consignments at
the docks, rescue Leo Getz from a nearby

office, jump on moving platforms, shoot
the bad guys, collect the ammo and time
units... and so on.

Lethal Weapon may make for a great
series of films. But as a game this title

doesn't stack up to much.
Ocean started off well on the SF with

their Addams Family game and so,
despite the fact that this is another film
licence game, I had a tiny hope that it
might be OK. Alas, it was not to be!

The SF version is identical to its Amiga
counterpart in virtually every way and
Ocean must learn that they can't get
away with doing that!

The game starts with a really dodgy
digitised picture from the film; you must
then select a level by walking Riggs to
one of a number of doors. Each door has
a different scenario behind it, so you
don't get stuck playing the same level on
each go.

Graphics are small and quite poorly
drawn (although there is some parallax
scrolling here and there) and the anima-
tion is abysmal — but hilarious!. When
Riggs jumps he puts his arms out to the
sides as if he's going to fly from platform
to platform; his walk is just as ridiculous.
Unfortunately, you won't be laughing long
as the gameplay definitely isn't funny.

Whoever test-played this game should

stand in a corner and write: I  should
have test-played Lethal Weapon for
longer than one minute" one million
times!!! There are so many flaws that you
could almost fill a magazine listing them
all. To put it mildly, Lethal Weapon is just
no fun to play at all. It's scattered with
oh-so-annoying bits that just make you
turn off after five minutes.

Music isn't bad, but then again it isn't
good and is easily forgotten. Sound
effects are tacky and almost pointless.

The forthcoming "Addams Family 2" will
hopefully show us what Ocean's team
CAN do when they put the necessary
effort in. But Lethal Weapon just shows
how amazingly bad a game can be when
it's rushed together to cash in on a film's
success.

ROLO TO THE RESCUE
MEGA DRIVE BY ELECTRONIC ARTS

Dan: The elephant, king of the
jungle (I thought it was the
lion. Ed.), ship of the desert (I
thought that was the camel.
Ed.), man's best friend

(Ermm.., yes. Ed.) — call it what you will.
Elephants are pretty big anyway, except
for this Rob chap, who's about 1.5 inch-
es high (on my screen anyway — and
I've got a big one. Fnarr!),

Rob t o  the Rescue is a pretty damn
good platform game. The first and most

obvious plus is the graphics. While the
backdrops and use of colour are fairly
average, the sprites are truly lovable.
Rob and his
friends are just
so cute and
cuddly.

The anima-
tion on Rob i s
brilliant as he
charges about;
all the other
characters have
cute manner-
isms too, for
want of a better
term — like the
otter who falls
asleep and the
squirrel who
sneaks nuts into his mouth when left
alone. Gameplay is great too. Rob i s
raised above most platform games
because each cuddly animal has special
abilities which must be used to overcome
the various obstacles within the game.

/ WON7GI VEMYLASI POLO TO ANYONE!

Figuring out the levels is not terribly diffi-
cult, but it is fun mainly because there
are lots of them. Each level also contains
various hidden sections, which is always
a big plus in my book.

So what's wrong with this game? Well,
Rob t o  the Rescue suffers from the same
problem as Kid Chameleon — ie. there

are lots of
levels but no
password or
save option,
so completing
the game has
to be done in
one
marathon
session. The
other
weak(ish)
point is the
sound. While

the tunes and
SFX are okay,

some interesting samples and catchy
music would have helped the game a lot.

Rob t o  the Rescue is a good, solid
game which is recommended to platform
game fans who don't mind playing one
that will take a very long sitting to finish.
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JERRY GLANVILLE'S
PIGSKIN FOOTBRAWL

MEGA DRIVE BY RAZOR SOFT

Dan: Question: What do the
terms "Get the ball", "Pass
it" and "Let's kick some
butt" have in common?
(Vinny Jones? Ed.)

Answer: They are all included in Jerry
Glanville's Pigskin Football. (Yep! I was
right about Vinny Jones! Ed.)

Sorry about that extremely lame
introduction but, hey, it's all I could
think of and hopefully might give you a
tiny clue about the nature of this
game.

Footbrawl is basically an American
Football variant, but a little more vio-
lent and with a much looser structure.
Within the game, only one player can
be directly controlled (the Qarterback,
if you wish). Other than this, any player
can be made to punch, pass the ball
(there are three different passes) or
punt. The QB himself is under direct
joystick control and can perform a div-
ing tackle. The only other control avail-

able to the player is selection of plays,
of which there are five (though they
don't seem to make a great deal of dif-
ference to me.)

The actual gameplay itself seems
very interesting at first — not because
there's a great deal to it, but because
it is both violent and humourous. When
players bump into each other they start
to fight. This is done in cartoon style,
with a cloud obscuring the action until
a victor emerges. If the QB is involved
in the fight and he has picked up a
concealed weapon, his opponent will
end up with a sword through his chest
or an axe in his head. A summary of
fatalities is given at half and full time.
The humour is enhanced by great sam-
pled screams and speech (hence the
first paragraph of this review).

Although Pigskin Footbrawl offers
(very) short term fun, it has no real
content and is completely shallow —
just like other Razorsoft games. The
graphics and sound are OK, but there
was no lasting interest for me here.

ANJEY'SONTHE8AIL..J1E PASSES IT..,ANP GETS AN A
IN HIS CHEST!

CAlIFORNIA
GAMES 2

SUPER FAMICOM BY DTMC

Marc: California Games was quite
a big hit on the Commodore 64
about 8 years ago — justifiably so
as it had a whole load of decent

events and some really nice graphics.
Now California Games has been released

for the SF and, given the possibilities avail-
able with the game format and the hard-
ware, it's a real shame that the end result is
a total shambles!

So what's wrong with the game? Well, for
a start there are only five events — yes, five
events. Cor! What good value for money.
Secondly, out of these five events there isn't
a single decent one. Not even ONE event
that you would want to play more than
once.

To put the final nails in California Games
2's coffin, the graphics range from poor to
average (even the F-Zero-style jet ski is
slow!) and the sound is absolutely abysmal.

I have to say that there isn't a single thing
worth recommending about this game — it's
just the sort of rubbish that we don't want
to see released. .Slapped wrists all round for
the programmers!

NEXT MONTH IN YOUR MEGATASTIC
L ECTRIC

RA1N
Top Previews and Reviews

EB 34 gets technical as we tell you how to open up your Super Famicom and tweak the insides with a screwdriver!
PIUS: a round-up of JOYPADS and a look at CD-ROM for the MD

AND: reviews of new Batman games, including Batman - Return of the Joker (SF & MD)
NOT TO MENTION.., all your fave regulars (Asparagus Wives, etc.)

ELECTRIC BRAIN ISSUE 34: ON SALE 29 APRIL 1993
Be there or be somewhere else.
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J o y p a d s  are good con-
trollers once you get
used to them — particu-
larly the SF joypads,
which are very niftily

designed. But for some games,
especially Street Fighter II, a  joy-
stick is an essential item. But
which one should you buy? The
EB crew gave some 'sticks a test
drive (well, more a test waggle).

When buying a joystick you should
first ask yourself a few questions:
Does it look nice? Does it have
enough knobs and dials? Will it still
work if I drop if from a tall building?
Will I be able to use it to hack the
limbs from anyone I dislike? And last-
ly, is it any good for playing games?

SUPER FAMICOM STICKS
Capcom Power Stick Fighter

This is Capcom's stick designed specifi-
cally for playing Street Fighter II. It has a
microswitched stick, six membrane
switched buttons, three-speed rapid fire
for every button, three-speed slowmo, a
4-8 way switch and a lead that connects
it to the 8-bit Famicom (Japanese NES).
An infra red remote control unit can also
be purchased.

Dan: Although the stick and buttons
work very well, with good feedback and
quick response, I don't find the stick
very useful for playing SF II. Although it
works better than the pad, I didn't find it
to be totally reliable for special attacks,
particularly the screw pile driver. At the
price this tends to be sold at, I cannot
really recommend it. It's also very light.

Onn: Having used a number of SF
sticks, Capcom's is probably the best. It
has a few faults — like the joystick is
too loose (I prefer stiff ones!!) and it
slides about when resting on your knee.
But for overall performance, this is the
biz. It's fairly pricey, but definitely worth
getting. SF II? I can play It fairly well
with this stick, although I prefer to play
the game with the joypad. One bad
point: the lead is too short.

OVERSIZED
JOYSTICk
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Super Advantage (ASCII)
This stick is vety similar to other

ASCII sticks. The stick and buttons all
use membrane switches and there is
metal plate in the base for extra
weight and stability. The stick has a
variable speed slowmo and variable
speed rapid/rapid auto fire on each
button. It's styled similarly to the US
SNES (unless you buy the recently
released Japanese version which is
made in the SF colour scheme) —
so those of you who own that
revolting looking machine can buy
a joystick that co-ordinates with i t
perfectly.

Dan: This is a strange stick. The
stick itself has hardly any feedback,
which makes diagonals a little
vague. The button layout is none too
great either and the buttons them-
selves are not of the highest quality.
Despite this, I find this stick much better
for Street Fighter II than the CPSF,
mainly because it is much more precise
and therefore much more reliable for
special attacks — especially the screw
pile driver which is incredibly easy with
this joystick. This model has good weight
too. Recommended heartily to SF II
players.

Onn: Eeek! For looks I give this 1 out
of 10. As for usage, although the stick
is very good (me being used to the ASCII
stick on the Engine), the buttons are
awful. Not only are they terribly arranged
(making certain games difficult to play),
but the buttons themselves aren't partic-
ularly great. This one's not for me...

1
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especially when playing SF II.

MEGA DRIVE JOYSTICKS
a A r c a d e  Power Stick (SEGA)

This model has a microswitched stick
and membrane switched buttons. It also
has variable speed rapid fire and a
metal plate in the base for extra weight.
Whereas many joysticks have square
corners, which can dig into your hand

during a frenzied session (or even if
you're using them to play a game!) this
one has a rounded base to prevent dis-
comfort.

Dan: This joystick has good weight, is
rugged, very comfortable to use, is very
responsive and looks nice. Although it
lacks fancy extras like slowmo, auto fire,
etc., it's a great stick that is perfect in
nearly every way. Only the buttons let it
down, as they have a slightly dead feel.
In my opinion, the best joystick for the
MD.

Onn: Yes — probably the best stick
for the MD, although the buttons are a
bit on the sticky side.
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Cluster Stick/Power Clutch
SG (ASCII)

This is a membrane switched stick with
membrane switched buttons. Variable
speed rapid fire and slowmo are includ-
ed. This stick is very similar to the
Arcade Power Stick, but it has a leaf
switch stick. It's also much lighter and
smaller. Unless you really hate
microswitched joysticks, get the Arcade
power stick instead.

PRO 1
The PRO 1 uses the same switch sys-
tems as the Power Stick, but also
includes a number of options like stan-
dard/independent auto-fire switches,
turbo speed indicators and slow motion.

Dan: This is an awful stick. The but-
tons are very unresponsive and the stick
itself has too much travel, making it very
imprecise. The whole unit is also much
too light. One to avoid.

PC ENGINE SUCKS
PRO 1/XE I PC

For details, see description of Mega
Drive version above.

Onn: I was tempted to buy this at a
certain computer show, but went for the
XE-8 instead. My friend, the M T Kid,
decided this looked better... hut he
made a big mistake.

ASCII Stick Engine (ASCII)
This is a membrane switched stick with
membrane switched buttons. It has vari-
able speed rapid fire and single speed
slow motion. A metal plate is fixed to
the base for extra weight.

r o u R ' I

Dan: This is a good, durable device
with responsive stick and buttons. But it
is not without problems, as the buttons
occasionally stick down and the whole
unit is a little too light, even with the
metal base. Despite this, it's the best
Engine joystick I've used.

Onn: I bought this direct from Japan
over three years ago and it has yet to go
wrong. So reliability is one of its strong
points. It would be nice to have it
microswitched, but you can't have every-
thing I suppose. Excellent.

XE-8 PC-90 (Honeybee)
This has a membrane switched stick and
membrane switched buttons. Variable
rapid fire and slow motion are included.
The unit can be rotated to alter the
position of buttons I and II.

Dan: This is an OK stick. It's a little
long and lacking in feedback. Durability
is questionable (Lee "clumsy git" Scum
snapped the Ed's while playing Fighting
Street!). Better to go for the ASCII stick.

Onn: As mentioned, I bought this at a
computer show. The stick itself is a bit
loose and so are the buttons, which are
a bit iffy at times on actual contact.

MULTI-FORMAT STICKS
For those of you who own several
machines (pretty essential these days)
multi-format joysticks offer the best
value for money. As the old Chinese
proverb says, one stick is cheaper than
three.

Apollo PRO Joystick (HCH)
There are several different Apollo joy-
sticks, but the best one works on the 8-
bit FamicorrVJapanese NES, the Super
Famicom/US SNES, the MD/Genesis, the
PC Engine and the Neo Geo. When you
consider that it also works with the
Super Gun and various computers, you
will see that it caters for quite a lot of
machines. T h e  stick itself is
niicroswitched, with microswitched but-
tons. The unit connects with different
machines by means of a simple bridge
adapter, which also houses a simple
rapid fire/slowmo unit. The stick comes

complete with two screw on handles: a
traditional ball top and a bat handle.
Four suction cups are attached to the
base for extra stability.

Dan: Although this joystick seems to
offer great value for money if you've got
several machines, I'm not so sure. The
stick itself has massive travel and is very
loose. This means that control is very
imprecise and unresponsive. The unit is
also too light and the suction cups don't
help a great deal.

This joystick is being marketed as a
good SF II stick, but sadly this is not the
case. Due to the huge travel, performing
charge moves (like sonic booms, etc.) is
much slower than with a pad. Fireballs
and dragon punches are easier, but in
this area the Apollo still falls way behind
the CPSF or Super Advantage. The but-

tons are also a little too far apart for SF
II. The only positive thing I can say about
the Apollo is that it's great for Screw-pile
drivers.

IMP Super 328 Intelligent Mega
Power Stick (!)

This joystick works for the PC Engine and
the Mega Drive. The Stick is
microswitched and the buttons contain
leaf switches. Variable rapid fire is
included. This stick is actually a slight
redesign of the Neo Geo joystick. An
optional infra-red attachment is also
available for cordless action.

Note: Although it works with the Mega
Drive, it won't act as a two button joy-
stick for computers. So games like
Street Fighter II and Flashback for the
Amiga won't accept it, even though they
will work with the standard Mega Drive
pad!

Dan: This is a good, precise joystick
with great feedback. It is only let down
by its lack of weight and the slightly
d o d '  buttons. There are better sticks
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available but this is a worthy purchase.
Onn: Great stick — in fact the best of all sticks. It's not too loose and you

can really feel those microswitches, although the buttons feel like they are made
of wood with a nail underneath to make contact with the board. One snag: the
ball on top comes loose too easily.

Wontec WT-868 (Wontec ml Co LId)
This is one strange stick that works with the PC Engine and Sega Systems. The
stick (situated in the middle of the unit) and the five buttons to its right are all
leaf switched. The stick itself has a paddle handle and is removeable. Why?
Well, on the left there is also a pad, so you can use which ever Suits you.
Unfortunately, there is no way of disabling one or the other, so you can easily
touch the pad while using the stick. Two of the five buttons have rapid fire.
There are also variable auto-fire switches and slow motion buttons. The whole
unit is very plasticky.

Dan: Aaaargh! I hate this joystick. The stick itself is so high up on the base
that it completely over-balances the whole unit, rendering it useless. The buttons
aren't too great either. One to avoid.

Onn: A pretty awful stick. I couldn't stand clipping the pad when using the
stick, so I opened it up to remove the actual pad — and totally knackered it in
the process. Well.., it still works, but in PC Engine mode it occasionally pauses
by itself. It does however work with computers as a two button joystick!

OTHER STICKS
Here are details of some other sticks we've been unable to get hold of, but
which are worthy of a mention.

3-in-I Powerstick
This is the same as the Mega Drive Arcade Power Stick but it also works on the
PC Engine and 8-bit Famicom. Considering how good the Arcade power stick is,
this joystick should be a great buy, but it seems to have been discontinued. Still,
if you can find one, get one.

Championship Joystick (C+ L Control)
This Super Famicom joystick was designed for use with SF II. It looks exactly the
same as the arcade controls, although it has no extras like rapid fire, etc. It has
had good reviews in America, where it sells for $70 — so it would be likely to
cost at least that if imported here. Although expensive, this joystick looks to be
truly arcade quality.

Super Stick
Very similar to the Championship joystick, the Super Stick is a Super Famicom
stick designed for use with Street Fighter II. This stick looks to be arcade quality
and is available in one or two player versions. In America, the one player stick
sells for $99 and the two player version for $180. If any are imported here, the
price will almost certainly be ridiculously high.

ELECTRIC BRAIN'S CHOICE
The following joysticks are the ones we'd select as best of their kind:

SF: Capcom Power Stick Fighter
MD: Arcade Powerstick
Engine: ASCII Arcade Stick

*Note: These Super Famicom joysticks don't work with the official SNES!!!!

MEGA
DRIVE
STREET

FIGHTER II?
Every Sega magazine states that
Sega are set to release Street
Fighter II - Championship Edition.
We at Electric Brain still think this is
highly unlikely. Although it was stat-
ed that a  source at Sega has con-
firmed that the game will be avail-
able mid-April", who exactly is this
so called source? The janitor? The
boy that comes in once a week to
change the drinking water?

If it were coming out, we would
have certainly heard about it from
Sega ages a go! I mean, rumours
of it have been going around since
before Christmas; i f  Sega did have
the licence, they would surely have
announced the fact as soon as
possible to encourage people to
buy a Mega Drive instead of a
Super Famicom/SNES. Sega are
not that stupid!!

Our opinion is that Sega do NOT
have SF II in the works for the
Mega Drive. The reports are based
on wishful thinking by certain maga-
zines w h e n  they heard that Final
Fight was coming out and that
Sega were to release a six button
pad. They of course put two and
two together: Capcom connection
plus 6-button pad equals Street
Fighter II.

Do we think SF II will EVER come
out for the Mega Drive? Well.... as
the Final Fight CD was released for
the Japanese Sharp X68000 com-
puter a few weeks before Sega
announced its conversion to the
Mega Drive, one should keep an eye
on the Sharp X68000 market. If a
version of SF II appears for this com-
puter, then you can guarantee it!
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BEAT 'EM UPS ROUND UP
FATAL FURY

SUPER FAMICOM BY TAKARA
Dan: First let's consider the
original Neo Geo version of this
game. Fatal Fury is a Street
Fighter II clone which was
released very much on the

back of SEll's popularity and, as such,
seemed to be a great game (even to the
point of one pillock writing to EB saying
that SEll doesn't even come close to
Fatal Fury!)

However once the game had been
around for a month or two everyone
realised what a poor clone it actually was
— completely lacking in depth and last-
ing interest. The two player mode is rub-
bish — so for that matter are the special
attacks, unintelligent computer oppo-
nents, lack of selectable fighters and
illogical moves (Duck King's jumping kick
to name just one).

Secondly let's consider the differences
between the Neo Geo and the Super
Famicom and the chances of an accurate
conversion. Although the NG has consid-
erably better video hardware, Fatal Fury
doesn't really exploit these. The SF's low
res mode has the same vertical resolu-
tion as the NG — the horizontal res is
about 20% less. The graphics could
therefore have been directly ported with
only a slight increase in the width of the

THI1RrNT8ONUSSTAG.SOMrn4'ATISLOB8ING TYRESAT YOU

fighters (about 5mm).
Although the NG can display 4,096

colours on-screen, Fatal Fury seems to
be using only 200-300 at the most, so
the SF version should be almost identical
colourwise. That's why the SF version
should look almost exactly the same as
the NG version. Indeed when you see the
game, you will realise that it does
(although the colours should have been
better).

The Neo Geo version doesn't make
much use of the machine's video hard-
ware in other ways. There aren't a great
numbers of sprites displayed and the
scaling is only used when the players
move in and out of the screen. As a
result the SF version moves very similarly
but the players remain on the same
plane — with none of that jumping about

malarky. I'm quite glad really, it was
pointless (and no, the SF can't do it in
mode 7.— it only manipulates one of the
playfields, remember, not the sprites).

As for audio, the SF version should —
if enough time had been taken — sound
extremely similar to the NG version. Sadly
it does not. The tunes aren't bad repre-
sentations of the NG version but they
could have been better. Some of the
samples sound very similar, but many of
them are awful (particularly Andy's charg-
ing elbow). Although high quality samples
require a lot of memory, the use of com-
paction and leaving out some of the less
important noises should have produced a
game that sounded very much like the
original. It did not.

Okay, so technically the game's not a
bad conversion. But what about the
gameplay? Well it's a poor game that's
just got worse. The new FE contains the
same unintelligent eremies, unrealistic
throws, stupid reliance on special moves
and general tedium that characterised
the original. The control method is rather
unresponsive and the collision detection
seems slightly ropey.

Fatal Fury is a less than brilliant con-
version of a less than brilliant game and
so, when all's said and done, it's a waste
of money.

Marc: I think Takara should
think very carefully before
releasing their next Neo Ge
conversion as there is a fun
damental problem. Most of

the Neo Geo's games are worthless or
very sub-standard titles tarted up by
using huge amounts of cartridge memor
(000ps! Sorry Neo Geo owners — I'm
sure your machine's lovely really!!).

King of the Monsters was very shallow
and boring. Fatal Fury is just a jumped u
Street Fighter II with different characters.
To be fair, Fatal Fury on the Neo Geo
wasn't bad at all and a viable alternative
to SF11 on the SF — even if it did use 5
megabits!!

So how does it compare on just 12
megabits? Well, surprisingly enough, not
too badly. Graphics are fairly similar —
less colours and frames of animation, of
course, but a pretty good effort given the
limitations of the machine.

Music and sound effects are a let
down. I didn't expect all the tunes of the
originalbut those that have made it
across are very grating — no wonder I
had to reach for the old volume control
before too long!

SF II is the benchmark of any beat 'em
up on the Super Famicom; Fatal Fury is a
lot slower and less varied than Capcom's
game. Seen side-by-side, I can't see any-
one choosing Fatal Fury over SF II. And
given that most people have SF II by
now, I don't really see anything here to
warrant buying Fatal Fury as well.

Verdict: better than most of the rest,
but not as good as the best!
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BRASS BOSS
SUPER FAMICOM BY TELENET

Dan: Brass Boss is... let me
see, how can p u t  this?
Errrrrrrr... oh yes! Brass Boss is
a Street Fighter II clone! Yes!
The two player game is basi-

cally exactly like SEll. You know, two
characters beat each other up, best of
three rounds, much wailing and gnashing
of teeth, etc.

The one player game is also very SF11-
esque. Here you must defeat the other
characters (though you can pick the
order in which you punish them); after
each character is defeated a certain
amount of points are earned which can
be used to beef up your character. Then
you have to overcome a shadow version
of yourself, followed by the many armed
Ashura — so called because he can
complete the tricky Ashura Blasters with-
out losing a life.

Finally you confront the last boss, who
must be vanquished in order to save the
galaxy (or whatevert h e  text is all in
Japanese and these story lines are
always a loud of b******* really, aren't
they?).

So it seems this game is just another
crappy SF II clone riding on the crest of
SF l's wave of popularity. Brass Boss is

nothing but a pale clone of Capcom's
game and falls short of the original in
every way.

Graphically the game is very average;
the small, poorly coloured sprites have
very few frames of animation and the
backdrops are instantly forgettable.
Sound is also very average with ineffec-
tive spot FX and mostly boring tunes.
Gameplay (again) is rather poor. The
fighters have very few moves and the
collision detection is flawed, as it is

sometimes possible for an opponent to
walk straight through one of your
attacks. The fighting action is very unin-
spiring and so, not surprisingly, we tired
of this game after only a few rounds
(after I kept beating Dan with the liquid

alien creature!! Ed.).
The only positive thing I can say about

BB is that there are a few imaginative
elements. The liquid creature (very
T1000ish) is quite interesting, as he can
form his body into spikes, blades and so
on. The throw moves are also quite
innovative. And that's it! I really can't
think of much else to say. Indeed, I feel
the urge for a little more parentheses
(Ah, that's so much better! I always feel
much more at ease when my words are
safely encapsulated by brackets! A friend
tells me this is the sign of poor writing
style, but what does he know, eh?
Anyway this review is just about long
enough now, so I think I'll close these
brackets).

Don't buy Brass Boss.

POWER ATHLETE
SUPER FAMICOM BY KANEKO

Dan: Power Athlete is the latest
in a long line of lame Street
Fighter clones. Why do compa-
nies bother? Well, I suppose
the obvious answer is that (as

Jason pointed out in his Golden Fighter
review) anything looking like SEll is bound
to sell well. To be honest, I'll be amazed
if people keep buying these games

MM..flSTA4 INST SHARP BIAPE..FAR? NA!!

If SEll had not been released, games
like Power Athlete would not seem so
bad — but as it has, they do! Even

Ranma has not been played by us since
SF115 release. It just makes similar
games obsolete.

So, what of this particular clone? Well
the graphics are nicely drawn and initially
look very attractive. They don't move well,
however, and the frame rate seems a lit-

tie low. Sound also seems nice at first,
but this too proves limited.

The one new feature this game boasts
is movement in two planes. While this
seems interesting at first, it soon proves
to be a pointless addition — particularly
as it adds a lack of precision to the fight-
ing. But the thing that really skewers
Power Athlete through the plums is the
fact that each character has only seven
moves. This completely ruins any chances
of developing interesting tactics a n d
makes Power Athlete a waste of time and
money.

MEGA DRIVE VERSION
There are hardly any differences

between the Mega Drive version and the
Super Famicom game, apart from the
SF's better sampled sound effects and
graphic touches. The game plays identi-
cally, with the same characters and spe-
cial moves.

So my scorecard for the SF version
applies to the MD version too. My verdict
also applies!
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ALIENS VS PREDATOR
SUPER FAMICOM BY ACTIVISION

Onn: The year is 2493 and
Shanghai has been over-run by
Aliens who are killing mankind.
Nothing can stop them... well,
not until the Predator hears a

distress call from his satellite and comes
down to Earth for a spot of hunting!! At
least I think that's what the Japanese text
says.

This game's another in the line of Final
Fight games. As the Predator you have to
wander through each stage, taking out all
the evil Aliens by punching them, kicking
them or using various objects to throw at
the beasts. Occasionally, you can gain
extra useful ener '  items which turn the
Predator invisible or charge up his gun.

He must fight his way to the end of
each stage and then dispose of the rather
larger and nastier Alien mother.

From the initial screen shots of this
game, things looked promising — espe-
cially when you consider what the Predator
can offer against those acid, double jawed
creatures. But in fact this game tums out
to be just another poor beat 'em up. The
Aliens are also very boring a p a r t  from
the fast little running beasts that can only

be disposed off by sliding them (a pain in
the canine). Most of them look the same,
with only slight colour differences and
actions — some jumping, some spitting
acid, some trying to claw you to death and
so on.

The backdrops are very nice and
detailed, but the sprites look out of place
on them. Sound is also very boring —
short tunes that repeat, some very Turtles
like — not the sort of thing you'd associ-
ate with Aliens and Predator.

All the levels are very much the same
but with different backdrops so the game
becomes very repetitive. Definitely one to
avoid!!

THE COMBATRIBES
SUPER FAMICOM BY TECHNOS

Onn: Here we go
again, another
Final Fight style
beat 'em up.

Combatribes
can be played by one or
two people — and I certain-
ly recommend the two play-
er game, as it's tough on
your own. This is because
in the single player game there are always

four opponents around
you, all
constantly
attacking

you. The
game
does
have
some
brilliant

moves,
including

one in
which you

grab two guys by the
scruff of their necks
and head bang them
together. You also
have the ability to
pound opponents
when they are down
on the floor, as in the
excellent Vendetta.

However, apart from
these fun moves, Combatribes has limita-
tions. For example there's no jump button,
although you can hop" if you run first.
The graphics are very cartoon like, with
neat backdrops, nice and colourful. But
the sprites of the characters are short and
stubby a  sort of SD Final Fight, so long
range punching or kicking is out! Sound is
OK — but nothing you would start tapping
your foot to.

All in all Combatribes is an average beat
'em up, nowhere near the quality of Final
Fight, or Super Double Dragon for that
matter. And it's not really worth getting if
you can get those two.

RUSHIN
BEAT R

SUPER FAMICOM
JALECO

Marc: The original Rw
Beat was dismissed a
bit of a duffer by mos
mags (Aaaah! It wasn
THAT bad!!); now for

reason Jaleco have released a
sequel.

So what's the difference? I

EATMY ElBOW

say: not a lot!
Basically, Jaleco have grabbed

first game, tarted it up a tad anc
released it.

The graphics are improved
(although they're STILL not as gc
as Final Fight's) and the slow do
problem is slightly less in evidenc
the gameplay is still totally unin-
spired.

There are some nice bits in thi
new version — the large helicopt
that flies up from behind the bric
quite impressive, but we've most
seen it all before, and better.

The two player mode is welcon
(quite a rarity on the SF) but do€
add all that much long term inte'
to the basic game.

Rushing Beat Run is just anot
beat 'em up and one that only r€
die-hard fans of the genre shoulc
bother looking at.
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RANMA 1/2 PART 2
SUPER FAMICOM BY NCS

Cnn: This game is a slight
improvement on the original. In
fact, you could call it Ranma
1J2 Championship Q Edition,
as the only difference is that

there are now more fighters to control, all
with different moves.

The game is now in standard low reso-
lution mode, instead of the mode 7 flick-
er job of the original. In low-res the game
looks very good indeed —
bright and colourful, with
detailed backdrops and
cartoon sprites, which ani-
mate pretty well if not per-
fectly.

There are now twice as
many characters to choose
from if you want to fight it
out in a two player game;
this number is reduced in
a one player versus the
computer game. Like Fire
Pro Wrestling, the game
has a two player team
match too, in which each
player picks a squad of fighters. Then the
winner is the player that wins the most
matches. Another improvement over the
original is the ability to push up to jump,
as in SF II. This is heaven to us, as hav-
ing to press a button to jump is very rn-
tatirig!

Unfortunately the game's playability
hasn't changed for the better. In a one
player game you can quite easily beat the
computer opponents just by sweeping
them, although this is more difficult in the
hardest RED mode. The game still suffers
from bad collision detection and its rather
ridiculous throws. And the special moves
are a lot harder to perform. Each charac-
ter has around 2-3 such moves; one is

easy to do —just press both buttons.
The others are more difficult, requiring
you to hold down button B and (at the
same time) release B while pressing
either DOWN or FORWARD. Timing is
quite tricky, making the use of such com-
binations almost impossible!

Like the original, most of the characters
are totally weird and have strange special
moves. There's a girl armed with a spade
who can throw trowels! And a giant
panda that can belly flop you!

Ranma i12 Part 2 is a bit of a disap-
pointment. It can't begin to compare to
Capcom's Street Fighter II in sheer playa-
bility. If you didn't think much of he origi-
nal, you won't find the sequel any better.
It's worth a look, but that's about all.

Save rmney ar f o r  the Anime i r !

JUST THINK WHAT YOU COULD
DO WITH £2! How about a cham-

pagne weekend in Paris? Or a
flashy new sports car? Or maybe
just a vinyl copy of the latest Rolf
Harris single? Well... £2 is what

you save when you buy an annual
subscription to Electric Brain. See
page 9 and you could be on your

way to fulfilling your dream

CHAKAN T H E
FOREVER MAN
MEGA DRIVE BY SEGA

Dan: What's this, an
American game? As games
from the US are nearly
always awful, is Chakan
any better?

This game is another Sega plat-
form adventure. As Chakan you must
get through each of the levels, slice
and chop evil creatures, negotiate
platforms, collect potions, etc.

First impressions are very good.
The SEGA logo at the start turns
orange, accompanied by a sampled
scream. Not bad. The title screen
music is surprisingly listenable for an
American game, with an unusual
sound and nice percussion. There's
a neatly presented intro, with
Chakan telling of his fight with
Death. Everything's looking good so
far.

Start the game and you see that
the in-game graphics are quite nice
as well. The Chakan sprite is good
(although his big floppy hat looks a
bit daft) and the way he moves his
swords around is great. The back-
drops aren't bad either, though the
shading is a trifle grainy.

The problem with Chakan is the
gameplay. It lacks that certain some-
thing that makes a great game — in
fact it's a little dull. There's nothing
wrong with the control method —
indeed you have a good degree of
control over Chakan. The big prob-
lem is that the basic game design
and level design are very, very aver-
age. It boils down to a potion col-
lect-em-up and the enemies you
encounter are very uninspired.

Some people might enjoy Chakan,
but I'm not over impressed. Verdict:
average.
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ART OF FIGHTING
NEO GEO BY SNK - 104 MEGS

Dan: 104 megs t ha t ' s  a lot of memory. A hell of a lot
for a video game, particularly when you consider that a
mere six or seven years ago most people were playing on
C64s and ZX Spectrums with less than one hun-
dredth as much memory. You can see just how far

video games have come.
The same is true in an audio-visual sense. Art of

Fighting's graphics are absolutely incredible and knock
most arcade PCB games for six. The characters are huge
and almost fill the screen when they are full size. I say "full
size" because the game uses the Neo Geo's scaling abili-
ties to zoom in and out depending on the distances
between fighters. Though this effect looks strange at first

it is actually very effective; it
means the game can display characters
over twice the height of those in Street
Fighter I!, while still allowing them to move
far aparL The animation in this game is
superb — especially on Robert, who has
some extremely stylish moves. In particular
look out for his strong kick. When Robert
KOs his opponent with this move and
everything slows down (a Ia SF11) you can
clearly see his arms circling and his medal-
lion swaying - a  joy to behold every time.

Sound is also incredible. The music is
brilliant, with superb sampled guitars, pianos, drums, etc. and some
groovy synths. Usten out for the extremely effective stereo panning,
which is used really well. As usual for a Neo Gee game, there is a

huge quantity of perfectly sampled speech. From the demo mod'
speech to the intermission speeches, the dialogue accompanyin
cial attacks (like John's "You've got spots!" move), the taunts ('flt
wanna light, boy?") and the victory phrases ('Get out of my way,
Kid!") is always amazing.

So the game is several orders of magnitude above SF11 technic
But what about the gameplay? Well, at first things don't seem to
great: it doesn't flow as well as SEll and the moves seem a little
strange. But once you adjust to the differences Art of Fighting is
fun and extremely playable. It even improves on SF11 in a couple

ways: for example you can punch fireballs.
Even so, to my mind Art of Fighting is overall not

as playable as SF11. This is largely due to one or tw
small gameplay niggles, such as an unfathomable (
unfair) dizzying system and some overly powerful att
(it is possible for the last opponent to kill you with ji.
one hit!).

Verdict: Art of Fighting is graphically beautiful, soi
amazing, excellently presented and extremely playa

is therefore highly recommended, except for one tiny or rather nc
tiny snag — the price. AoF is sold in this country
for £165+ which is getting a little
silly I feel. In this respect too video
games have come a long way in a
few years!

Still, if you're fortunate enough
to be an oil tycoon or a member
of the Royal Family, this game is
an essential purchase. Otherwise
try robbing your local NatWest.
Altematively get the next issue of
EB, which will include a free copy of
Art of Fighting on the cover-(or my
name isn't Robert Maxwell — Ed.).

GLOBAL GLADIATORS
MEGA DRIVE BY VIRGIN

- -  O n n :  I previewed this game in
EB a couple of issues ago and
raved on about how good it
seemed. So how does the full
version compare now that Virgin

has released it?
Well, for those who haven't a clue what

the game is about... Mick and Mack are
two kids who are hamburger junkies. They
pop into McDonalds to
get their daily dose when
who should be there wait-
ing for them? Only Ronald
McDonald himself! WOW!!
After seeing the clown on
the TV, posters, packag-
ing, etc. he has finally
appeared at the kids'
local

Unfortunately in this
game Ronald doesn't
seem to be the nice fun dude everyone
thinks he is — must have been hanging
around with that Hamburgler chappie!
Anyway, Ronald teleports the twosome to
other parts of the earth that have been
taken over by slime, as well as various
non-environmentally-friendly machines and

creatures. Armed with pump action anti-
slime power guns (free with any Big Mac
Meal and cherry pie), the kids must collect
a number of lost McDonald logos scattered
on each of several levels before they can
escape.

The game is very much like Sonic the
Hedgehog: run as fast as possible from left
to right collecting logos within the time

limit while avoiding (or
shooting) the nasty
creatures. In all there
are four levels (Slime
World, Forest, Toxitown
and the Arctic), each
split into three sections.

Global Gladiators is
great fun to play. The
animation of
Micic'Mack is fabulous,
especially when using

the gun — they shut their eyes tight and
the kick of each shot sends them reeling
backwards on their heels! Each stage has
great backdrops and the parallax scrolling
is fast and smooth. Sound is not forgotten
either; it features some really hip funky
tunes, with fabulous samples... "Yeah!",

"Cool!" and "Awesome!".
In terms of gameplay it's also very

Sonic, but here you can blast the na5
with your gun — good fun. The game
only let down by its lack of variety fro
level to level, with samey platforms ai
creatures — plus, there aren't any bc
to defeat either. That's why it takes n
time at all to complete the game, es
daily with so many extra lives gained
each level.

All in all, Global Gladiators is a nea
game — highly enjoyable the first fe
times you play it. But after a while it
very disappointing. Had Virgin added
boss at the end of each stage or a f€
puzzles to solve, then"l'd definitely bL
game". As it is, it's pretty average. W
checking out, but
not
essen-
tial.
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BOMBERMAN '93
PC ENGINE BY HUDSON SOFT

Dan: We'd been eagerly
awaiting the release of this
sequel to one of our all
time favourite games and
— incredibly — it's even

better. For those of you who haven't
played the original Bomberman, it's
basically a maze game in which you
plant bombs to eradicate your adver-
saries and collect various powerups.
The one player game is dreadfully bor-
ing, but the 2-5 player battle game is
indescribably brilliant — mainly
because of the huge amount of tac-
tics available. That in itself isn't an
adequate description; the game has
to be played to be fully appreciated.

Bomberman '93 is basically the
same game with a few new additions.
There are now eight screen layouts,
all with their own features,
like teleports, conveyors,
one way doors, etc. There
are new weapons — such
as bomb kick (really great!)
and a multi bomb layer
(handy). You also have new
powers — short fuse
bombs, slow down (hilarious
when used in conjunction
with conveyor belts) and
position swaps. All these
new additionas really add a
lot to an already brilliant
game.

Although this may seem
like a shortish review for what is
undoubtedly one of the best games
ever, what more can I say? The graph-
ics are cutesy, adequate and other-
wise nondescript. So is the sound. But
the gameplay is truly, madly, deeply
brilliant. If you have the necessary
hardware (and a few friends) this is an
essential purchase, If you haven't,
acquire hardware and friends and then
buy the game.

Video
Audio
Playability
Lastabiity

Tfl'EPIAYERMAYIIEM IN THE NEW80M8PM4N '93. MORE MAZES,
MORE WEIPONS, MORE 80M85, MORE SKILLS...AWDMORERJN!!

Onn: Well, what can I
say about this sequel
to the most fun multi-
player game available?
Terrific! Brilliant!

Fandabbidosy! Superb!
The graphics and sound maybe

rather average and the single player
game is quite boring after a few goes
(and easy to complete), but it's the
sheer playability and fun factor of the
multi-player battle games that really
makes Bomberman the business.
Now with additional warps, conveyors,
power ups, kick bombs, multi bombs
and skull infections, Bomberman '93
is even better than the original.

One reason it's so much fun is the
number of different ways you can
take out the opponent each time you

play the
game...
not to
mention
the dif-
ferent
ways
you can
kill your-
self
each
time!
The
extra
bomb
kicks

also add a further dimension to the
game: you can be fighting it out with
someone in one half of the screen,
when suddenly a bomb slides in from
the other side. Bomberman '93 is
fabulous i t ' s  had us literally burst-
ing with laughter each time we play
it!!

Engine owners everywhere should
rush out and get this immediately.

THIS MONTH'S
CELEBRITY PROFILE

NAME: Onn "The Editor" Lee
AGE: 25
DAY JOB: Works in father's Chinese take away
FAVOURITE CONSOLE GAMES:
SF: Street Fighter II, Mario Kart
MD: Streets of Rage II, The Super Shinobi,
Devil Crash
Engine: R-Type, Super Darius, Bomberman
93, Gate of Thunder, World Court Tennis,
Pa rod i us
GB: Tetris
FAVOURITE COIN-OPS: Gauntlet with 4
people playing and a sack of money, Dragon's
Lair, Darius, Darius II — but prefers pintables,
the best being: Addams Family, Dr. Who and
White Water
FAVOURITE GAME MUSIC: Streets of Rage,
Konami Music, almost anything by Yuzo
Koshiro and early Robb Hubbard (Knuckle
Buster on C64)
FAVORITE NON-GAME MUSIC: Nothing
particular... "Wacko Jacko is probably my fave
but I like anything r o c k ,  pop, soul, dance
and even rap, if funny like Tone Loc. I hate
"repeated" rave stuff."
FAVOURITE FILMS: Anything by Spielberg,
T2, Aliens, My Cousin Vinny and anything with
Harrison Ford in. Plus a number of Chinese
Martial Arts films
FAVOURITE TV PROGRAMMES: Hates
soaps and any 1W "prime time" TV. Current
faves: Tomorrow's World, 60 Minutes (shame it
comes on around 3am), Noel's House Party
and CBBC presenters' slot... Ed the Duck
rules!!!
LIKES: Playing games, shopping, reading
other publishers' console mags (to see how
c*** they are), most sports when actually get-
ting round to playing them and eating
DISLIKES: Great looking games that turn out
to be A m i g a  dying all the time, lack
of good console shops in Nottingham, inability
to read Japanese
GREATEST AMBITION: to win the football
pools... "even if its only 5p, although a million
would be nice"
GREATEST PERSONAL QUALITY: "I'm good
at keeping secrets, so bog off!!
FAVOURITE FRUIT/VEGETABLE: Tomato
"I eat at least one every week. It's also a fruit
that looks more like a vegetable and makes a
great missile!"

DONT MISS NE)( MOWTH'S IN-DEPTH CELEBRITY
PROFILE -  A WORLD EXCLUSIVE IN EB 34
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i 3  THE MACHINE ASh
Onn Lee gazes into his

crystal ball to see what lies
ahead in the coming

months — although large
amounts of dust occasion-

ally obscure his view!

APRIL
As April arrives Mega Drive owners

everywhere are hoping to see a glimpse
of Sega's much talked about conversion
of Street Fighter II - Championship
Edition. As we rushed to the printers
there still wasn't any sign of the game —
even though all major magazines apart
from EB insist it will be available.

Sega of Japan releases its six button
joypad. It's bundled with an "easy touch
typing with the Sega 6B joypad" car-
tridge.

SURELY WE'VE SEEN THE LAST OF JOHN 444D DEN?

Sunsoft announces it will convert
Lemmings II for all consoles and assures
us it will be a simultaneous release with
the Amiga version.

MAY
Screen shots of Street Fighter II -

Championship Edition for the Mega Drive
appear in other major console magazines
— but it seems they were really Super
Famicom pictures mucked about with
Datel's Action Replay.

Electronic Arts announces six new titles
for the Mega Drive for the coming
months: John Madden Football Mid '93,
Road Rash Ill (Smoother Scroll Edition),
Bulls vs The Scumthorpe Disco Bouncers
Basketball Team, PGA Tour Golf 3,
Summer EA Outdoor Hockey and Nuke
That Sad Dam (a 3D isometric helicopter

dam busting game in the GulO. What
these games are like is as yet unknown.

Nintendo and Sega go to war! Nintendo
drops the worldwide price of the Super
NES to $10 — but with no
game, no power supply,
one pad and the rest of the
machine in kit form. Sega's
Genesis is a dollar cheaper
but with the original Sonic
game on ROM inside the
machine! Meanwhile in the
UK prices stay as they
are!

Dragon Quest VI
hits the Streets of
Japan. One of the first
shops to stock it,
Hedidashita Camera,
reports queues of
50,000 people lining up
outside. Within a matter
of minutes, all 40,000
copies of the game are
sold; 60,000 muggings
are reported the same day.

Capcom announces Street Fighter II
The Fuel Injection version will hit the
arcades the following month. Insiders who
have managed to lay their hands on the
machine say it's faster than the Turbo
edition and all the characters are now
evenly balanced, as the energy bars never
go down!

JUNE
Atari announces the launch of the

Jaguar, unless some technical hitch
occurs.

NEC launches the new PC Engine. It
looks like the old Engine, plays all the old
Engine games on card and CD — and is
in fact the same old PC Engine.

The Super Mario Movie starring Bob
Hoskins hits cinemas everywhere. Barry
Norman slags it off totally but it's a com-
plete success, breaking all box office
records. Also Sega gets one up on
Nintendo by acquiring full rights to the
film. Super Mario - The Movie - The
Game is released on the Mega Drive and
other machines... but not on Nintendo!!

JULY
Atari says there are some technical

ficulties... and the launch of the Jagu
has been postponed.

A man is spotted buying a
Mini Disk at the Birmingham \

)  Mega Store. This event standa
• e s  the new music medium of

future! Mini Disk becomes
VHS of recordable digital
music. Philips is very ups

Amstrad re-enters the c
sole market with the Amstr.

Fabbo GX2000, the User Fri€
Video Games Console. It's

totally compatible with thE
older GX4000 and if you c
use it within 10 minutes y
can return if for a full refui
Nintendo announces the

new "Jim Bowen-Super-
Smashing-Terrific-FX2Q" chip. -

specifications of the chip are unknov
but it's said to do just about everythir
but make the tea. Unfortunately it's s
advanced no one knows what to do
it.

SI EEl F/CUTER ii CHAMPIONSH/PED/T/ON.. WILL ITEWRCOM
FORTH AMECI DRIVE'....OH YES IT Will!... OF/NO IT WL

HERE/N Til/SPICCY.. VEC4 FICMTS THE CHEATINCSCUMM. 8IS.
IF YOU'RE JA PANESE &4LROC I VEGAII

Capcom releases Street Fighter Il -
Virtual Reality version. Unfortunately a
only one day it is shelved, after five p
pIe are electrocuted while playing the
of Blanka.

AUGUST
One month on and Amstrad has sol

five thousand Fabbo GX2000s. All but
one have been returned. Production c
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the Fabbo GX2000 ceases. The taboid
p e r s  go crazy, revealing long lens pho-
- a n d  transcripts of telephone record-
vigs of different members of the Royal
Family, suggesting they own the only non-
returned Fabbo GX2000.

Rumours arise that Street Fighter Ill will
appear soon. More rumour has it that it

will be converted to the
Mega Drive and use
the 6B Joypad.

Code Masters
release the "all-in-
one NES game
controller car-
tridge". The car-
tridge (the same
size as a stan-
dard NES title
with sockets,

TDPCHiP...MORECHiTOMEiN'93? j o y p a d  a n dbuttons)
doesn't require a NES to play the game.
Just plug the the device into your TV and
away you go! All for £5. Nintendo files a
court injunction to stop its sale.

Meanwhile in Japan Nintendo shows a
prototype of the all new Super Famicom
CD-ROM unit. But after initial doubts it
postpones the launch until Christmas.

SEPTEMBER
Jeff Minter of Liamasoft releases his

first Gameboy title. GB-Colourspace is
available exclusively from selected
branches of Woolworths.

As 1V's Tomorrow's World ends another
series, the Beeb announces a new com-
puter show to fill the slot. Producer of
"Mega Bits", Mario Lamborghini, says it
will make other computer programmes
pale in comparison. However critics have
their misgivings about the two presenters:
Ed the Duck and Gordon the Gofer. Mr
Lomborghini points out that they are easi-
er to understand than the presenters of
Bad Influence.

Electric Brain exclusively reveals the
identity of the only non-returned Amstrad
Fabbo GX2000 to be train spotter extrao-
dinaire, clown prince and occasional
prime minister, John Major.

OCTOBER
The 20meg card version of Fighting

Street II appears for the PC Engine.
Costing £100 in Japan, it sells in the UK
for around £150 w i t h  a certain shop
in Nottingham charging £200. An option-
al adapter is available to let you connect
Sega's 6B Joypad to the PC Engine!

Capcom releases Street Fighter Ill in
coin-op form. The game features 30 dif-
ferent fighters and an 18-button joystick.
Capcom's PR man states: "every possible
move can be performed with this configu-
ration... some I cannot mention here!"

The Nintendo vs Code Masters case of
the "all-in-one NES game controller car-
tridge" is won by Code Masters. The
judge dismisses the case, stating ".. .the
NES is such a c*** piece of kit, no one
in their right mind would buy one any-
way."

NOVEMBER
Sega announces an 18-

button joypad, the 18B,
for release the following
month. Mean Machines
Sega announces a scoop
with the Mega Drive con-
version of Street Fighter Ill
from Capcom — but Sega
is saying nothing.

After reporting massive
losses, IBM launches its
own video games console.
The machine will come in
different forms with option-
al extras: graphic board, sound board,
joystick adapters, super VGA monitor, etc.

Atari announces that the Jaguar will
now become a hand held, although they
are having trouble with power consump-
tion. Taking four PP3 batteries, the
machine can only be played for five min-
utes. After a hostile reaction, Atari says it
will postpone sales until plutonium is eas-
ily available over the counter.

Sony announces its new photo system
— the Sony Photo Betamax.
Take pictures with your nor-
mal camera, take the film
to any Sony Centre and

they

What have the following people got in common...
President Bill Clinton, Dr Bhoutros Bhoutros Bhoutros
Ghali, The Pope, Mother Teresa, Boris Yeltsin and The

Queen? That's right — they all subscribe to Electric
Brain. If you'd like to be a subscriber — and save your-
self two quid on the shop price — see page 9 (Are you

sure this list is strictly accurate? Ed.)

will
put your
photos on
Betamax
video

tapes which can be viewed on your
Betamax video recorder. No Betamax
player? You can buy one from the Sony
Centre... very cheap!

DECEMBER
Santa announces Christmas presents

have been postponed after receiving too
many requests for a 32-bit machine.
Instead he offers all lucky kiddies around
the world the chance to get one of
50,000 Amstrad Fabbo GX2000s.

Sir Clive Sinclair releases the world's
first pedal-powered games console, The
Sinclair Spectrum C5.

Street Fighter II - Championship Edition
finally appears on the Mega Drive. It's a
perfect copy of the coin-op, but is only a
single player game!

Auditions begin
for the

THE QUEUES FOR DRA SON QUEST V - WAIT FOR DRA SON QUEST Vi.. THE QUEUES Will 5E LONGER

part of "Sonic" in Sonic the Hedgehog -
The Movie.

So if you are blue, spiky, run very fast,
good at sticking your fingers up and gen-
erally look like a hedgehog... contact your
local mental hospital for admittance.

Electric Brain becomes the biggest sell-
ing games console magazine in the UK.

Police baffled over mysteri-
ous fires at EMAP, Future,
Maverick, Newsfield,
Dennis and Europress

Impact where
only latest
editions
of their
maga-
zines

were set
alight.
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SUPER
BOXXLE

SUPER FAMICOM BY
PACK-IN-VIDEO

Onn: WOW! Look at the fab-
ulous mode 7, 128 colour,
multi-parallax scrolling
graphics with awesome full
stereo surround sound and

totally out and out playability — all of
which you won't find in this game!

What is Super Boxxle anyway? Is it a
beat 'em up? NO! Is it a shoot 'em
up? NO!! Is it Henry, the Mild
Mannered Janitor? NO!!! Super Boxxle
IS Sokoban. Aaarrgghhh!

YES!! Super Boxxle is the simple
puzzle game of pushing boxes in a
maze on to spots. So what else can I
say? You want more?

Well the game features three
options:

1. Standard one player game. Here
you can pick from a couple of hundred
puzzles to solve. Of course they start
off fairly easy and progress to "My
name is Mr Spock and I can't solve
this even if you give me a year to do
it" level. The graphics and sound in
this mode are fairly basic.

2. Two player mode. Here the
screen is split in two and each player
has to solve the same puzzle in the
quickest time. First to do it wins a
cup. Win three to become champ! The
graphics are smaller than in the one
player game — still very, very basic.

3. This is the Sokoban construction
kit. But why anyone would try to
design their own puzzle is beyond me!

So there you have it. Considering
you can get versions of Sokoban for
computers absolutely FREE in the pub-
lic domain, paying around £40 for it is
a total waste of money!!

Let's not embarrass the makers any
further by giving individual ratings for
video, audio, playability, etc. Let's just
say..,

THE KING OF RALLY
SUPER FAMICOM BY MELDAC

Marc: When I first saw screen shots of this game I thought it had a lot of
potential — a racing game with a behind-the-vehicle mode 7 viewpoint cer-
tainly looked promising.

Now I've had the dubious pleasure of playing King of Rally, I see why the
F-Zero/Mario Kart format is more widely used!

The game is basically a jeep/truck racing
simulation with an unusual above and behind
viewpoint. All the course graphics are handled
in mode 7 and are naturally fairly smooth.

There are two main problems. The first is
speed (or the lack of it!): the whole game is
played at a pedestrian pace. You could
almost fall asleep for five minutes and not
miss much! Secondly, the viewpoint doesn't
work very well at all. For example, corners
come up without you seeing them because
most of the time they're off the screen —
before you know it, you're completely off

course and stuck somewhere.
Also, you can actually drive towards the screen!

This is an extremely weird effect, unlike that in any
other racing game, and it puts you completely out of
control! Your brain wonders what to do and you
oversteer wildly, while at the same time trying to
push the pad in the right direction. Then suddenly
you're driving back into the screen and you're OK
again. This is all very off-putting and doesn't make

King of Rally much fun to play.
The overall presentation isn't at all bad, but sadly

the viewpoint and control just don't work and the
pace is just too slow to warrant a purchase.

SCORE
Video : 7 9 %
Audio 7 0 %
Playability 0 % :
Lastabiity 5 0 %

Onn: Considering the first rally game for the SF was Jaleco's Big Run (which
was the pits), it's quite a challenge for anyone to produce another rally
game that's worse. With King of Rally, Meldac have come close!

The first thing that catches your eye when you start to play the game is
its pretty amazing 3D, mode 7 graphics. The game is viewed a bit like F-

Zero but higher up. And instead of always being behind the car, your view always
points in one direction. So when you turn, you actually see the car turn around
instead of everything else rotating. This is a neat idea and, in my opinion, works well.
But in fact it's the only thing that works well in this game!

As in other rally games, your object is to get from start to finish in the quickest time
possible, hitting each of the checkpoints en route. Unfortunately, while this might be
great fun if there where a host of other drivers racing against you, King of Rally has
none (apart from the odd vehicle which usually heads in the opposite direction). So
it's just a case of driving along the track, locating the checkpoints, running over them
and reaching the end.

Locating the checkpoints is not as easy as it
sounds. As the screen doesn't rotate, you sometimes
turn sharply and miss them. And there is no warning
that you have! So if you do miss one and you reach
the end — nothing happens! You have to backtrack
and run over the checkpoint you omitted. This hap-
pened to me (and Dan) a few times and is highly
annoying.

Also, some of the stages have very poor graphics
— so poor that you can't actually tell in which direc-
tion you should be going. Again this makes you miss
the checkpoints.

Conclusion: Rally it may be, King it's definitely not.

70%
45%
30%
25%
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JAKI CRUSH
SUPER FAMICOM BY NAXAT SOFT

Onn: Strangely enough
although the SF has been

' around for a couple of years
there hasn't been a pinball

'  g a m e  for it until now.
Jaki Crush is produced by Naxat soft,

the creators of Alien Crush and Devil
Crash (on Engine and MD), so you can
expect something really special — and in
many ways it is. The game follows the
Devil Crash theme of a single, three-
screen main table with a number of
bonus single screen tables, accessed by
hitting certain targets.

Like Devil Crash, the tables have a
"devilish" Chinese look to them, featuring
golden temples, demon heads, dragons,
corpses and skeletons. The layout is pret-
ty good, although nowhere near as good
as that on Devil Crash g e t t i n g  the ball
from the bottom to the top is extremely
difficult. The ball movement isn't too hot
either — the gravity setting should defi-
nitely be increased! Occasionally the ball
goes through the flippers too, but there is
a multi-ball feature... Hooray!!!

The bonus tables are a bit of a mixed
bag. Half of them are really boring,
requiring you just to hit a number of
objects. But the others are pretty good —
especially one with a rotating wheel,
which is pretty complicated and difficult
to complete.

So is Jaki Crush worth getting? As it's
the only pinball game for the SF, I would
have to say "yes" — it IS very playable.
It's not as good as the best video
pintable, Devil Crash, but it comes a
close second. It's also well ahead of its
computer format rivals, namely the rather
boring Pinball Fantasies (with kickbacks
that don't kick and a ball that drifts).
Hopefully people like Rare Design will now
decide to convert some of the William's
pintables to the SF, as they already have
for the 8-bit NES.

Marc: Pinball is a strange
- g a m e  to play by any standards

knocking a ball around a
table with flippers and collect-
ing bonuses. It's also probably

one of the hardest to recreate as a video
game.

Naxat are probably the computer pinball
experts, having created Alien Crush and
Devil Crash on the PC Engine, both widely
regarded as the definitive versions. This is
their first version on the SF (indeed, THE

p I

first pinball game on the machine) and it's
going to take some beating in the future.

I must admit I'm not a great fan of pin-
ball — normally it bores me after about 10
minutes. But Jaki Crush is so well done it
did hold my interest longer than usual.

Graphics are well done with a dark
effect similar to Devil Crash. There are
also some great "Gothic" bits and pieces
scattered around the table. The sub-levels
(reached by the ball dropping down certain
holes or by beating the bosses) are partic-
ularly nice, with some absolutely superb
backdrops.

Music isn't too bad, although nothing
special; it could have done with some
hard rock to set the scene. Sound effects
are above average — not particularly real-
istic but effective nonetheless.

If pinball is your thing, Jaki Crash will
keep you well occupied for quite some
time to come; it's certainly the best con-
sole version around. For the rest of us, I
don't think any computer version is going
to convert us to pinball, but Jaki Crush
comes as close as we'll get.

N -

"IT 'SNMYIEP77C.FIT. . . .  I TOlD HER HCWMW N ' S  HEWSOFIWARE WA (OING TO C051"
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SUPER SWIV
SUPER FAMICOM BY COCONUTS, JAPAN

Super SWIV is a conversion of one of
the best vertical shoot 'em ups on the
Amiga. In the game one or two play-
ers can fly a helicopter or drive an
armoured jeep, taking out the enemy
forces around the Bermuda triangle.

Whereas the Amiga version was
based on one massive level, Super
SWIV is split into several levels — all
fairly long and each of them packed
with enemy gun emplacements, tanks,
helicopters, jets, mines, etc. Extra fire
power comes in the form of green
hangers dotted around each level;
shooting them reveals weapon icons,
including a flame thrower, plasma
bolts and a wicked laser. The more
icons of the same kind you collect,
the more powerful the weapon

becomes. Additional weapons are
also available in limited quantities.
And occasionally a shield is available,
which you can also shoot to act as a
smart bomb. Get to the end of each
level and you have to take out the

THEN/CE T/TLESCREE/I

Marc: SWIV is possibly one of the best shoot
'em ups on the Amiga and so I was looking for-
ward to the SF version — just to see what the
programmers could do to improve upon it.

Well I'm glad to say that, although there
haven't been any earth shattering changes (in fact very
few!), they've done a decent job of porting it on to the SF.

There really isn't that much to SWIV. It's just a straightfor-
ward, vertical scrolling shoot 'em up with power ups, big
end-of-level bosses and a two-player mode.

Hey! Hold on a minute... did I say a two player mode? On
the SF? In that case it must slow down so badly, it's
unplayable! Not this time — I'm happy to say that "the boys
done good" and there is little or no slow down throughout
the game. Great stuff!

Graphics are better than those on the Amiga version —
much clearer, better defined, using more colours and quite
a bit bigger. Nothing particularly jaw-dropping, but it's all
well at home on the SF. Music is pretty good too. Hard rock
style soundtracks complement each level well and, although
a little quick to repeat, they leave nothing to complain
about. Sound effects are nice and loud, with tons of explo-
sions to spice the whole thing up.

Strangely enough, unlike the MD, the SF is quite short on
decent shoot 'em ups. So SWIV is quite a welcome addition
to the machine's library. Beware though, this game is no

push-over — the difficulty is
cranked up quite high,
almost from the very start.

In the vertical shoot
'em up stakes, there's
only really Super
Aleste to contend with
SWIV. If I had to
choose between them
I'd go with Aleste. But

if you've already got
that game, SWIV is well

worth checking out.

boss craft/silo — this seems to
require about a million shots before it
kicks the bucket.

That's the basic idea. So what's the
new Super SWlV like to play?

Read on for the full in-depth PhD
level analysis from EB's Marc and
Onn...

HERE YOUARE CON Oil/NC THEHWCOP7EA.B(/TWATCH
OUTFOR THAT iRA/N

- O n n :  SWIV on the Amiga was a rather cool game. It
rates as one of the best vertical shoot 'em ups around
for the machine. The best thing about it is the brilliantly
animated sprites — like rising UFOs that leave crop cir-
cles behind and 'copters that zoom forward, opening

their bay doors to drop bouncing bombs along the river. They are so
good that, when I first got the game, I spent a good few hours
using the pause button to watch the graphics. The original game
did have one major flaw — it was a bit too difficult. Most of the
enemies require at least a ton of shots to blow them up.

The SF version, Super SWIV (or Firepower 2000 on the SNES), is
basically the same game but with all the levels changed and with
different weapons. The game still features the option to choose
between a helicopter or a tank. Of course you'd be a fool to pick
the tank — not only because it's too dangerous to dodge all the
enemy fire and obstacles, but it's also difficult to control!

The game is simple: head up screen and shoot everything that's
shootable... which usually means everything!

Super SWIV looks very nice indeed but it has been scaled down
considerably from the Amiga original. The new version is also not
too difficult to complete. The graphics are now bigger and more
colourful, but not as detailed or as varied as the Amiga's t h e y
still look OK though.

As with the original, you still need a megaton of shots to destroy
enemies, so it's a good job it has turbo-fire!!. The game does fea-
ture a few new bits, like one level where your vehicle turns into a
jet fighter in a super fast scrolling section.
However in most respects Super
SWIV doesn't really improve on the
original. It's a fairly good vertical
blaster, but lacks enough vari-
ety or special effects to show
off what the SF can really do.
The ending is also as bad as
the Amiga version!

Bottom line: worth checking
out, but I'd stick with the better
horizontal blasters instead.

Video 8 5 %
Audio 8 0 %
Playability 7 5 %
Lastabiity 7 0 %
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LETTERS

BRAI.N MAIL
'Ere, what's all this then? Oh yeah...
the letter's page. So you lot reading
this should start writing in (unless
you want idiots like this month's
appearing again!). If you have any-
thing to say — pointless, lateral,
meaningful, spirited, malicious,
opaque — or even interesting or
funny — then get out your pen from
your Thunderbirds pencil case and
send us a letter.

We'll be paying £5 for each letter
printed.

Brain Man, our resident... errr...
just our resident, will do his best to
answer. Or if he can't, he'll insult you
instead! Write to:
BRAIN MAN'S AMAZING [flIERS PAGE
ELECTRIC BRAIN
SPACE CITY
77 BLYTHE ROAD
LONDON W14 OHP

p.s. Anyone sending in a letter with
a decorated envelope will be nomi-
nated for the "I wasted many hours
drawing on the envelope for no rea-
son" prize — also known as the Twit
of the Month Trophy (as EB doesn't
nick naff ideas from EGM, unlike
some magazines).

Dear Brain Man
I recently visited the US of A and was

pleased to find that many games (I
myself am a Nintendophile) are about
40% cheaper than over here. Are we
being ripped off, or wot? Given that you
can buy a cheap return seat to the Big
Apple for around £199, you would only
have to buy about £500 worth of soft-
ware to break even on the trip t h a t ' s
less than eight SFlIs!! It may be lot for
one person to spend. But how about
EB readers clubbing together to form a
bulk-buying syndicate? We pool our
orders and send a regular rep stuffed
with dosh on a return flight to buy our
games.
JUej&1 q.Jatso
Loucto, Essex

Dear Jeremy
Sounds like a good idea. I volunteer

myself for the arduous task of making reg-
ular trips to NY on your behalf.

Dear Brain Man
Being one of those lucky enough to

have been able to get EB for over a
year on subscription, I remain disap-
pointed about one aspect of your oth-
etwise formidable publication t h e
fact that you don't give away lots of
freebies like some other mags.
Although I appreciate that for one quid
you couldn't stretch to a disk or even a
free Gameboy, but what about a limited
edition signed photo of none other than
your good self, Mr. Brain Man?
Jcuas Mu!iciQ
Loitdo S'W6

Dear James
You must be psychic. We've just been
talking about our plans to give away a
valuable gift with your favourite mag
according to our cash flow projection, we
are on course to send out EB edition 41
with a FREE PEPPERMINT on every cover!
Let the competition suck on that!

Dear Brain Man
I take issue with your review of

Xenon 2 in EB 31. 1 played the game
for all of about 10 minutes before real-
ising that it was total * (*word omitted
on instructions from HM Government
censors). Just because it's been so
hyped you give it 85%. Are Mindscape
paying you too much? Do me a flavour!
J A  S t e o t

Dear J A Stewart
Shack Un Arson Goo — as they say!

Dear Brain Man
Do you know if there is a collectors'

market for really ancient video games
systems? For example I've got a couple
of the really el primitivo football and
tennis machines that first appeared in
the pre-Space Invaders 1970s — one
of them isn't even in colour! Given that
old gramophones, wirelesses and even

early music synths now sell for a pre-
mium prices, where could I tiy to flog
these games for more than junk shop
rates?
Micftae PLAutU
2c1i&bu

Dear Michael
My advice is to wait about another 50
years before you sell. Currently a lot of
those early neanderthal games systems
are readily available for the dedicated col-
lector — but rarely being sold for more
than about a tenner. Anyway, once every-
one gets bored with today's megatastic
all-scrolling, multi-parallax, surround-
sound, state-of-the-art games, there'll be
a retro craze when everyone wants to
rediscover the work of those early pio-
neers. Why else would people today be
buying all those c ' '  sixties and seventies
glam and disco records?

Gits,
Doh! Your magazIne (EB number 33)

is absolutely cack! Doh!
Pooiait E i t U

'awt M a e i t s

Dear Poolian
Hold on a second, how can you say that
when you can't possibly have read this
issue yet? I smell a rat.

Dear Brain Man,
I would like to point out that P

Bignall (letters page, EB 33) is in fact
wrong when he describes EB as "cack".
The correct term is in fact "great".
Particularly that nice Dan fellow who
writes those excellent reviews.
D CkfQpQiiutoit,
kfons.

Dear Mr Waplington
That's much more like it! A crisp £5 note
is on its way to you by fax.

KEEP THOSE
LETTERS COMING!
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GAMES REVIEWS

GRADIUS U
PC ENGINE BY KONAMI

-SCD

Dan: Gradius II was always
a great coin-op (though not
as good as Salamander) and
I hoped that one day it
would be converted. Now

Konami have seen fit to actually bring
it out on a console a n d  this is one
mother of a conversion.

Visually this version is about as close
as you can get on the Engine. The
graphics look as though they have
been directly ported from the coin-op,
with the same fab sprites and brilliantly
coloured backdrops. The only slight let
down is the inevitable flickering sprites,
but these don't prove to be too bad.
Soundwise, this conversion is brilliant.
The music is ported directly from the
coin-op and sounds just as fob as it
ever did, with the superb synths and
great percussion. They've added a cou-
ple of new tracks, which are pretty
groovy too. And the SFX are fine. The
only element that lets this conversion
down sonically is the speech samples

they're generally OK but a few are
very rough.

As far as gameplay is concerned,
Gradius II is pretty much like Konami's
other shoot 'em ups. If you dislike their
other games, this won't convert you
but if, like me, you love a shoot 'em
up with excellent level design, outra-
geous weaponry and interesting boss-
es, you'll enjoy this game. Lastability is
a little suspect, as only the last stage
is at all difficult. This fault aside,
Gradius II is an excellent game — one
of the best for this machine.

IHIS GAME IS KNOWN
IN THE UK AS

VULC4N VErsfl1JRE

READERS' WIVES
Yes! At last EB gets its own Readers' Wives section. We want to hear about your
video game high scores. If you think you can beat the competition, send in your
details, including of course details about the game and score achieved, as well as
your address, phone number, and some information about the game e g .  difficulty
level played, time taken, etc. And if possible send a photo to prove that what you're
saying isn't plucked from the wildest realms of wishful thinking! And no fancy paste-up
jobs either.

We prefer if scores sent in relate to games played on the hardest difficulty setting
with standard lives. And don't just tell us you have completed a game t e l l  us the
score.

Certain games will be banned because of "looping" f o r  example, Super Shinobi
on the Mega Drive. In that game it's possible to collect two extra lives on certain lev-
els, rack up lots of points, die and then return to the same level and repeat. So any-
one can get the maximum score if they persist long enough.

In future we may also organise an Electric Brain Challenge where, if you think you
are the best player of a certain game, we'll get you down to challenge other players
and members of the EB team w i t h  the winner winning him/herself something
absolutely terrific — or even average. And because this is Electric Brain we don't do
anything by halves. Where other magazine do boringly straight challenges, we might
decide to incorporate elements of the Japanese game show, Endurance. For example
you'll have to sit on a football, with bare feet in a bucket of snapping turtles, eating a
mouthful of chilli peppers, while playing Pitfighter on the Super Famicom!

Send all scores to Readers' Wives, Electric Brain, Space City, 77 Blythe Road,
London W14 OHP.

As this is the first high score chart we've had to get the whole thing going by listing
some our own EB team results. Some are dead easy to beat — so let us know!

READERS' WIVES SCORE BOARD"
GAME

ART OF FIGHTING (Geo-Normal)
Cybernator/Valken (SF)
Gate Of Thunder (PC)

Gradius III (SF-Easy)

Jaki Crush (SF)

Last Resort (GEO-MVS)

Mercs-Arcade (MD-Normal)

Spriggan (PC-Normal)

Spriggan (PC-Challenge)

Spriggan MK 2 (PC)

Streets Of Rage 2 (MD-Hardest)

Super Darius (PC-Normal)

Super Fantasy Zone (MD-Normal)

Super SWIV (SF)

ZarIon Mercenary (Lynx)

SCORE P L AY E R

297,000

873,090

2,841,900

1,600,000

46,420,400

518,300

1,205,800

10,854,000

413,480

645,940

744,280

5,635,300

8,342,300

417,455

1,051,000

Dan The Man

Dan The Man

Dan The Man

P Jamndas

Onn Lee

P Jamndas

Dan

Dan

Onn

Dan

Dan

Dan

Dan

Onn

Dan

The Man

The Man

Lee

The Man

The Man

The Man

The Man

Lee

The ManI
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I , GAMES REVIEWS

MEGALOMANIA
MEGA DRIVE BY VIRGIN GAMES

Onn: Mega-Lo-Mania is very
much like Powermonger. Which
is good news because
Powermonger on the Amiga
was great. After rushing out to

buy it and reading the manual a few
times, I got well stuck in and became
very addicted to it, playing long into the
night and the early morning.

Like Powermonger, Mega-Lo-Mania
involves controlling an
army and trying to wipe out
all the computer oppo-
nents on each level.
Generally the game is a lot
simpler to play than
Bullfrog's game.

You start each level with
a castle on an island. Each
section of the island has a certain
amount of minerals and elements, used
to invent other items. Play involves divid-
ing up your people to perform different
tasks. These include inventing weapons,
setting aside an army or leaving them to
populate. Later on you have to mine for
minerals, build factories, etc. The game
is played in real time (this can be adjust-

ed) so it takes a while to invent items
not to mention actually making them.
Simple items like sticks and catupults
hardly take any time to invent/make,
while jet aircraft and SDI systems take
ages!!

Once you have established a fair popu-
lation and the necessary arms, you can
recruit an army and attack the nearest
opposition. If you win a battle you cap-

ture a piece of land on
which you can build
another castle... and so
on.

The Mega Drive version
of this game is extremely
good indeed. Graphics
and sound are very close
to the computer versions,

including the sampled speech. Unlike
Powermonger, controlling the game with
a pad is not difficult as there aren't a lot
of commands or the need for totally
accurate pointing. But it is tricky the first
time you play.

But there are drawbacks. The game
only has a few levels and so getting
close to the end isn't too difficult. I never

did complete it as I kept getting to an
island split in two — the only way to get
across to the other side was to build a
flying craft of some sort. Of course to
build just one plane took ages and the
plane could only hold one person!!

Mega-Lo-Mania is a fun strategy game,
but a fairly simple one where the range
of available tactics is fairly thin. The main
strategy for winning is to start on a sec-
tion of the island where there is a good
supply of minerals, so you can construct
weapons quickly and take out the opposi-
tion.

Despite its shortcoming, Mega-Lo-
Mania is definitely worth a look. I don't
consider it as playable as Powermonger;
it's more suited to your average gamer —
pure strategy fans will be disappointed.

POPULOUS II
SUPER FAMICOM BY IMAGINEER

Onn: The sequel to the first
real God game at last comes
to the Super Famicom a n d
I have to say lmagineer have
done quite a good conversion

job. As you doubtless know, Populous II
is basically an upgraded version of the
original, but with more "inflictions" avail-
able to you to perform on your enemy!
These range from simple lightning bolts
that can take out anything on a single
square to earthquakes, volcanoes,
swamps, whirlpools, plagues, an assort-
ment of Gods and Goddesses and full
scale tidal waves that can wipe out large
sections of land!

As you might expect, playing the game
with a joypad is fairly tricky. But unlike
the ridiculous arrangement used for
Powermonger on the MD, control with
the pad is made easier because you only
need to use two buttons (to either raise
or lower land) and generally only one but-
ton is used — plus another to change
from map and the two sets of icon com-
rnands. Simple and effective!

Graphically, excellent — particularly the
Greek Gods. Apart from the better look of
full screen, which really improves things,
the game is almost identical to the
Amiga version. Sound is also the same
as the Amiga version, with suitably
atmospheric "tunes" and great sound
effects, real-
istic fires,
storms, bub-
bling
swamps and
lava, etc.

There are
a few bad
program-
ming errors
however.
Sometimes when you raise a piece of land
at the edge of the viewable screen and
somebody builds a house on it, you can-
not lower it unless you move it to the cen-
tre of the screen. Again when there are
lots of men (and women) on the screen
the game slows down. Worse still
(although it doesn't affect the game play),

when you click on Armaggedon, the
amount of sprites on the screen is too
much for the system to handle — whole
rows of sprites disappear!

Populous II is a great sequel to the orig-
inal, extremely playable and fairly addic-
tive. Even it you have the original game
the sequel is definitely worth buying.
Unless of course you have the Amiga ver-
sion, which is no better or worse, but ever
so slightly more playable because it uses
the mouse — this is not the case if you
happen to have the SF mouse of course!

The review game I played was the
Japanese version, with a Japanese pass-
word system — so drawing squiggly lines
is the order of the day if you wsh to get far!

Video 9 0 %
Audio 8 5 %
Playability 9 5 %
Lastabilitv 8 8 %
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ASPilIRAGUS TIPS
31N1 DISK
(Turbo Duo)

Amazingly, the 3 in 1 disk is actuallly 4 in
1, as it also includes Bomberman! So it's
a bit of a bummer if you went out and
bought Bomberman t o o ! !  T o  g e t
Bomberman: on the title, with Bonk next to
Gate of Thunder, press UP, RIGHT, DOWN,
LEFT, BU1TON II. You'll hear a ring and you
will then get the game.

ASSAULT SUIT VALKEN
(CYBERNATOR)
(Super Famicom)

OK, if you are finding this game a bit hard
and want infinite continues to have a
crack at the later levels: on the title
screen, press UP, L, R, and press START.
Now, when you lose your assault suit, you
will be on FREE PLAY to continue all you
like.

CHUCK ROCK
(Game Gear)

Here are the codes for GG version of Chuck
Rock:

Round 2: 7G09M, Round 3: NN6E3,
Round 4: 84AKC.

FACEBALL 2000
(Super Famicom)

To change options on this game, on the
Cyberzone mode, hold L and R and then
press START. Let go of L and R, and the
GAME SET UP screen will appear. Now you
can alter lives, speed, etc.

FATAL FURY
(Super Famicom)

We were going to pnt  this in the last issue,
but as we hadn't actually reviewed it... we
didn't! Anyway, to play the bosses in a two
player game: first choose a normal fighter
as player one (rather bad both players can't
be bosses!), then when player two choos-
es, press DOWN on pad 2 and you can
choose the other guys.

As each of these guys have special
moves, you can figure them out yourself,
although most are based on the same
combinations of the three original fighters

ie. charge back, then forward and press
Y, or DOWN then UP and press Y, or rotate
from bottom to top diagonal and press Y. If
you can't figure them all out, we'll print
them in the next issue... although it has to
be said, the game's not exactly brilliant
even when playing these characters!!

HUMAN GRAND PRIX
(Super Famicom)

If you find that after quaIif'ing you are down
on the grid, on the STARTING GRID screen,
press SELECT and button B — and you will
move into pole position!

IMAGE FIGHT II
(PC Engine - SCD)

Should you complete Stage 10, you can go
to the option screen, where there will be
an Omake option. Enter VISUAL TEST and
you will be able to change your ship from
the normal Image Fighter to the R9 from
R-Type or a little guy on a cloud called
Gensan!

If you are playing with a lack of weapons,
pause and press RIGHT, I, DOWN, I, LEFT,

and you should have three orange
pods.

Alternatively, pause and press LEFT, II,
UP, II, RIGHT, II for forward and backward
firing missiles.

JAMES BOND JR.
(Super Famicom)

If you are sad enough to buy this game,
here are the passwords:

Level 2: 0007, Level 3: 3675, Level 4:
9025 and Level 5: 1813

LOTUS TURBO CHALLENGE
(Mega Drive)

If you enter MANSELL on the password,
then you will qualii every time!

And i f  you think it's a bit on the slow
side, stick in SLUGPACE for infinite Turbos.

RANMA 1/2 PART 2
(Super Famicom)

If you wish to play against the same char-
acter as yourself against the computer... on
the PLAYER SELECT screen, pick PLAYER
while holding the L and R buttons.

If you want to pick the bosses to play in
the one player game, on the title screen
with the one player game highlighted, press
UP, RIGHT, DOWN, LEFT, UP, X, SELECT
and START — and you'll be able to pick all
characters!

To see the graphic screens, etc. without
having to play through the game, again on
TITLE, press SELECT, X, UP, LEFT, DOWN,
RIGI-IT, UP a n d  ,ou will get an extn oplion.

SNOW BROS
(Gameboy)

To select stages: on the title screen, hold
DOWN, UP, SELECT and B, then press START.

SONIC 2
(Mega Drive)

After the level select, Super Sonic, and
wacky cheat, how about a few more con-
tinues in this game? On the sound test,
play the following tunes 01, 01, 02, 04...
then start the game. When it's game over,
you'll have 14p of them!

STREETS OF RAGE II
(Mega Drive)

Here's a cheat for this excellent beat 'em
up. Plug in two controllers and, on the main
menu, hold down both A and B buttons on
the second controller and select OPTIONS
with controller one. On the option screen,
you can now select the ever so difficult
MANIA mode, plus up to 9 players and a
round select too! Of course, i f  you com-
pleted the game in HARDEST mode, you
would have known all this!

TETRIS 2 + BOMBUSS
(Super Famicom)

On Tetris 2, if you think you are superb at
this game, try starting from stage SP9. To
get to this level, select TETRIS 2, TYPE A
and move to level 20. Then on pad 2, press
L, R and SELECT and you can then move to
SP9.

On Bombliss, you can only start from
stage 3, which is very annoying. But doing
the same as on Tetris 2 will enable you to
move all the way to stage 60.

TMNT -RETURN OFTHE
SHREDDER
(Mega Drive)

For STAGE SELECT and AREA SELECT, do
the following: on the Konami logo screen,
press buttons C, B, B, A, A, A, B, C. Next,
on the title screen, press the following: A,
B, B, C, C, C, B, A. Then start the game...
and hey presto!

Well, we've come to the end
of the page, so just a word to
you all.., if you have some out
and out tips to share, send
them t o :  Asparagus Tips,
Electric Brain, Space City, 77
Blythe Road, London W 1 4
OHP. If  your tip gets printed,
a crisp £5 note will be sent to
you — don't spend i t  all a t
once!
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a v t
Aerial Assult £20 Indiana Jones £24
Shlnobi 2 £24 Outrun Europa £24
The Slmpsons £20 George Foreman £20
Olympic Gold £15 Spiderman £20
Chase HO £20 Marble Madneas £20
Bstman Returns £24 Smash TV £15
Castle of illusIon £20 Temisator £24
Allen 3 £24 Space Harrier £24

CONSOLE CONCEPTS, THE VILLAGE, NEWCASTLE-UNDER-LYME, STAFFS ST5 lOB

S A L E S  H O T L I N E :  0 7 8 2 7 1 2 7 5 9
• C o n s o l e  Concepts  Ma l l  Order  & S h o p  Have  Been  Estab l ished  Since 1 9 8 8 .  A p p r o x  50 ,000  Orders  H a v e  Been  P r o c e s s e d  -

R e m e m e b e r  Console  Concepts  supp ly  most  magaz ines  with rev iew  games  a n d  we  on ly  sell  console  g o o d s .
- O u r  2nd  Console  Concepts  shop o p e n s  soon in H a n i e y  To w n  C e n t r e .  P l e a s e  cal l  for  more  de ta i ls ! .
M E G A D R I V E  U k / U S  S O F T W A R E

Allen 3.......................£35 Gemflre.....................£38 Powermongar  £38  Tazmonla Devil ........£35
Arlel the Mermaid Cxx  Gadget TwIns...........£30 R o l e  Rescue1 3 6  T X  Arcade.................£25
Batman Returns£ 3 0  Indiana Jones ..........£30 P G A Tour Golf.........£39 T w o  Crude 0udeo..S35
Corporation........£36 Knustys Fun House £36 PGA Tour Golf 2 ......£38 Talespin...................£35
Chakan 1 3 6  Lnaderhoard Golf .135 Road Rash 2.............£36 Wrosilemania...........C3t
Mohammed All1 4 0  Marble Madness ......£30 ShinIng In DarkneasE45 T h i n  months top seller
Gallahad£ 3 5  NHLPA Hockey 93.135 Stea l  Talons.............£35 Streets of Rage II.....£40

Gent ala CO ROM Syste
Includes Girt Power Sup

Player (USA Scars only),
CD Shertook Holmes Ci)
of a g e  CD, Renengp.w

CD, Golden Axe CO. Cul
CD, Scars I

£ 3 5 0  -a-

Sega Genial
lnclud

1 pad •  power
able for CD

£ 9 0 .

U  l e A D  C D  F O I V I  c 2 . A l e A E S
NIght Trap, Sewer Shark, Hook, Chuck Rock, Wolf Child, Kriss Kross, Road Avenger,

Black Hole Assault, C v C Company, Marky Mark
F r a r n m  £ 4 5

M E G A D R I V E  U K / U S  C L E A R A N C E  S P E C I A L S
Bulls Vs Lakers.......£32 Mickey & Donald.....£34 R i s k y  Woods ...........£30 Universal Soldier 125
Buck to the L s b a r i n t h  .................£10 Shadow Beast 2 ......£36 Speedbalt 2  £ 3 4
Future 3 (Scarf) .......£10 Golden Are 2...........£20 S o n i c  Hedgehog .....£30 Xenon I I  1 3 0
D Robinson Bball....t30 L O X  rfOeck ChopperC32 Spidermon ...............£30 Thunderforce IV£ 3 4
Devllah Pinball ........£30 L o t u s  Turbo S m a s h  TV ................£29 H o g s  Games 1
Eccolhe0otpirin..L35 Challange.................£35 Son l c l l £ 3 5  )3gamm).................£38

D  I S I S  P E . I P I - l E P L S
Arcade Powerst ick,12 Joyst ick .  A l ien  3 Joyst Ick ,  A rgo  St ick,

Voyager  Sl ick St ick,  Ac t ion  Replay,  The Foot  Pedal, SG Pro Pad Clear,
The Menacer. MD Soft  Carry Case, The Av ia tor,  The In t ruder

C A L L  F K 3 F R  P R I C E S

Nlnja Gaiden )Jap) £ 1 0
Donald Duck )Jop)£ 1 0
Prince of Persia£ 2 4
Space Invaders£ 2 4

r R i  L V N ) C  C L N C E
APB, Crystal Mines II, Blockout, Electrocop?, Warbirdo,

Robofron 2084, Steel Talons, Rood Blootero, Ramparts, Hydra
Chips Challenge, Casino, Ice Hockey, Blue Ugh1nlng, Slime World

£ 2 0  e a s o s h  o r  2  f o r  £ 1 5  e a c h  �  P & P
L V r 1 X  N W  R E L . S E S

Dracula£ 2 9  L e m m i n g s C a l l
Joust£ 2 9  P i t  FighterC a l l
Dirty Larry£ 2 9  D m 0  WareC a l l

N  £ 3 0
Andros Dunos£ 1 4 4 . 0 0  S e n g o k u £ 1 4 4 . 0 0  S u p e r  Spy£ 9 5 . 0 0
King of the W o r l d  Heroes£ 1 4 9 . 0 0  M a s i c l a n  Lord 1 9 5 . 0 0
Morlsters 2£ 1 4 9 . 0 0  M u t a t i o n  Nation£ 1 2 9 . 0 0  2 0 2 0  Suoer Baseba)Lt95.00
Baseball Staru 2 .1149.00  F a l a i  Fury£ 1 2 9 . 0 0  N i n ) a  Combat£ 9 5 . 0 0
The Art of Fiahtingcl95.00 S o c c e r  Brawl£ 1 2 9 . 0 0  N a m  '75£ 6 9 . 0 0
Super Side Kick .1215.00 A l p h a  Mission£ 9 5 . 0 0  B l u e s  Journay£ 6 9 . 0 0
Football Frenzy£ 1 4 9 . 0 0  R ld ing .Hero£ 9 5 . 0 0  C y b e r  Lfp£ 6 9 . 0 0
Eightman£ 1 4 9 . 0 0  K i n g  Or the Monsters £95.00 Leac iae  Bowilno£ 6 9 . 0 0
Last Resort£ 1 4 9 . 0 0  B u r n i n g  Fight£ 9 5 . 0 0  To p P i a v e r s  G51I£ 6 9 . 0 0
View Point )New)...E225.00 C r o s s  SwoOds£ 9 5 . 0 0  M e m o r V  Card£ 2 5 . 0 0
Thrash Rally£ 1 4 4 . 0 0  G h o s t  Pilots£ 9 5 . 0 0  Joyat ic1  £ 4 5 . 0 0
Robo Army£ 1 4 4 . 0 0  P u l e d £ 9 5 . 0 0  C o n s o l e  Pack£ 3 0 0 . 0 0

Now you can play PC Engine games in  Engl ish. W e  now hold the complete
range of American Turbo 16 Grafts Consoles and games with our USA to Jap

convertor cartridge.

We have the followino titles In stock:- imoossamole (Action Gamel, Super Star,
Soldier (Shoot Em tip), Bomber Man (Maze Blaster), Legendary Axe (Sword

Fighting), Cratermaze (Maze Blasting) Bloody Wolf )Commando ShootIng), Gataga
90 lArcade Shoot Em Up), Neutopia iZeida Type APO), Blazing Lazers (The Shoot

Em Up), Vigilante (The Beat Em Up), Motoroader (4 Player Racing) Mil i tary Madness
)Strategy) Tateapin (Action Game) A l l an  Crush (Ci005ic Pinball), Devil Crush

(Pinball) Va)is II )Sword Fighting). Silent Debuggers (Dungeon Game) J J  and Jeff
(Mario Type Game), Nin)a Spirit ) l ln ja  Fighting), Battle Royale )Wrest(ing) A -type

(The Classic Shooter) Final Lap Twin (Fl Grand Pric), Double Dunoeons lDunoeon
Game), Power Goif (Sports Aerobiater )Another Blaster), Ordyne [Cute ShoofEm

Up), Darkwlng Duck (Platform
Au t h e  above onty  £35 + P&

Gunboat (Simulator), Books Revenge (The Kids Back) Raiden IBrilt ShootIng),
Soldier Blade iShooting), Order Griffon (RPGiAdvenh,re) AIr Zonk (PC KiS

Shooting), Jack Nlchiuus Golf (Sporty, Night Creatures (Piatform Game), Addama
Family (Platform), Andre Panza )Ktck Boxing), Jackie Chan (Beat Em Up), Neutopta Ii

)RPG Garnet, Ghost Hunter fPiatform) Vo  Broa
Al l  o f  t'fre above only  4 5 , 0 0  +

Hit The i c e -  Sport  £40.00

More arriving waeklyl See reviews every month in C&VGi

zc 0-I r- Zfl1c— vrnrn rMrflC) -io- rr-

S U P 8 0 R  F P I V I I C O M
Cossno Gang V o l l e y b a l l  Twin...........£45
(Shooting)....................£39 5 5 e v  Vs Predator.......£45
Soul Bader (RPG)......£39 Xandras Adnentore..,145
Super Volo .......... .129 To p  Racer................£39
Super Adventum F v v r r a t l o n  Soccer..140
island...........................129 Dragon Quest IV.........£49
Contra....................toe Hyperoone..................£35

J 6 O P  S O l = V V . . R  B
Golden Fighter............£45 J o i n  Cnuth Pinball.....£40
lUng of Rallys............£39 J o e  & Macli...............£45
Exhaust Heat .............£41 ACrObotMiusisn-----£30
Power Athlete............£41 S p e c l a t  Offers
WagonLand....- .......135 lurtlesinllme............£25
Combotlribes .......£45 MagicSword..............£28
Mickey Mouse.............£41 Super  Valis.................£28

N E W  J A P S F C
StarWars........................Cal
Star P00 (With PX Chip) Lao

Fl tv5tuof Hoetli
(WIth DSP Chip).---------Cal
ilnyT0005., .................Cal
Ausuot Suit Valken .......Cal
TopRacero . . . . . __ .Ca l
Twin Bee........................Cal

des
ower uppty
games

£ 1  3 0 0 O
* P&P Next Day

N E W  U S A  S N E S
Tiny Toons .....................Cal
Star Fox..........................Cal
Cybernotor.....................Cal
Cluedo ............................Cal
Monopoly .......................Cal
California GamesC a l
Terminator S  C a l
Aliens I l l  C e l
Cool WorldC a l
Pugslys Adventure Cat

Amazing Tennis........136
Arcama......................£45
EestxltheBest.........149
The Slmpsons ............Con
Chuck Rock ...............£49
Cyherspin...................£45
ChestenChnetah .......£49
Cal ROAn Baseball....£49
Jimmy Canners..........£49
Cxnlralil......................£49
Desert Stike...............£49
Death Valley Rally......£59
The Stile Teat Drive I. 145

S N B S  U S
PlnoiFontasy).........£49
Final FIghI ..................£45
ElSoc..................
Home Alone...............145
Gods ...........................£45
Goal..............................£45
Gun Force .................£39
Hook.........................£45
Krnxtys Fun Hcuue,,.139
Lemmings................£49
Lethal Weapon .........549
Harleys HumAdv.....554

s O F r w A n  B
Mario World ...............149 Sku l  Jagger.............139
Nolan Ryan Baseball .149 opera  Megoforce.......£39
NBAAII Stars ............£45 Spideman...................C39
SuperoifRoad..........149 SupenMarloKail...._149
Onmeffoad..............£45 SmaslrlV..................£39
OufOfThlsWo4d......£49 Streetfighlenli........559
PGATxurGo0............£49 11 ( 0  .... . . . . . . . . . . .£49
Pushover.....................£49 Turtlesinilme............£49
Prince Of Persia .........£49 U N  Squadmn..............£49
ProQuolerbock..,..,549 Wings..........................£45
PSot Wings..................£45 Wordtris......................145
Rokocop Ill..................£39 Wresdenranin.............145
0-Bert II......................£39 Zeida.........................149

S N E .  P B R I l I - l E l n g L S
Dust Cover (UK/JAP)£ 5 . 9 9  H o n e y  Bee Control Pad£ 1 6 . 0 0
Pro Pad Controller )UKJUSA)£ 1 5 . 0 0  S u p e r  Advantage Joystick (USNJAP) .154.00
Stealth Joystick (USNJAP)£ 2 9 . 0 0  S N E S  Action Replay£ 4 5 . 0 0
Capcorn 6 Button Joyalick£ 7 9 . 0 0  Universal  Adaptor1 1 5 , 0 0
Trail Blazer Joystick (IJK)£ 2 9 . 0 0  S u p e r  Scope + 6 Games1 5 5 . 0 0

B O
Empire StrIkes Back£ 2 4  D a r k  Man£ 2 2  S t a r  Wers£ 2 2
Humans £ 2 4  T i n y  Toona£ 2 4  B u g s  Bunny 2£ 2 2
Banks Adventure£ 2 4  To x i c  Crusaders£ 2 2  M e g a  Man 3£ 2 4
Hook£ 2 2  Ward l r i s£ 2 2  S u p e r  Hunchback£ 2 8
Altered Space*  K rus t ys  Pun House£ 2 2  Terminator  2£ 2 x
Burt Vs Juggernault*  Splderrnan 2£ 2 2  S u p e r  Kick Off1 1 0
Baetiejaice*  Inleretel ier Asaualt*  S w a m p  thing0
Allen£ 2 4  Greml ino 2*  S t a r  Saver0
Battletoads£ 2 4  Gargoyles Quest  S n o w  Bros
Xenon 2 F e r r a r i  GP Challenge
T2Arcade£ 2 4  Mlner2049er
BionIc Commando0  P o p  Up£ 2 2
Blaster Master Boy*  P I p e  Dream
Burgertime Deiaoe•  N l n ) u  Golden
Double Dragon 2,°  MIss i le  Command

Rocky & Buliwlnkieo s
Princeos eiuBettert o o

* £18  e a c h
or 2 for  £30

+ P & p

Handy Boy ( L i g h t .
Stereo Speakers +

Joystick M a g n i f i e r
all in  one unIt)

£ 2 4 . 0 0  -a- P & P

Carry Case£ 1 0

oamellght£ 5

Handy Power Kh I£ 4 0

Handy Power KIt 2£ 2 x

The Fantastic Turbo Duo CD ROM Console System )Scart Only) Pack Includes:-
Turbo Duo CD ROM System, 1 Control Pad, UK Power Suppty * Scant Lead, + 5

Games:- Nin)a Warriors (Card), V's 1,2 )CD), Bonks Adventure (CD), Banks Revenge
(CD), Gates of Thunder (CD) £290 *  £10 P&P Nest Day

Turbo Gruflo Scat Console Includes 1
Pad, Power Supply, Scant i.ead, Keith

Couruge In Alpfsazone (Game)
£130 * £10 P&P Next Day

Turbo Express Haordheid Console
The best colour hand held so tart

Come complete with soft carry case
£180.D0+ PAP

Plays all USA Turbo Grafix Games

T U R B O  D U O  C D  R O M  G A . M E S  ( U 3 5 . )
Cosmic Fantasy it, ExIle, Lest Alert, Addems Family, V's 10, Shape Shifter, Loom, V's.

It Came Prom The Desert, Super System Card, Dragon Slayer
Japanese PC EngIne CO ROM games are compatible with USA Turbo Duo.

We have the fol lowing stock:-
Aizadlck£ 2 0  G e n o c i d e £ 2 5  R a y o a n d e r  ill £ 3 0
Arabian Nights £ 3 5  O u n b u s t e r £ 2 5  S h e r l o c k  Holmes£ 3 0
Baby Jo£ 3 0  H u m a n  Sports Festival,,.135 S n a t c h e r  Pilot Disc£ 1 5
Bonanza Bros£ 4 0  K i c k  Boxing£ 3 5  S o c c e r  (Kuneo)£ 1 S
Browning£ 2 5  M inesweepe r £ 1 5  r e r r a f o r m l n g £ 3 0
Davis Cup Tennis£ 3 0  P o p  a Magic£ 3 0  Z e r o  Wing£ 3 0
Fl Circus Special£ 3 0  P r i n c e  of Persia£ 3 5
Fighting Street£ 4 0  P s y c h i c  Storm£ 3 0  N E W  GaIn Ground-------Gall
Forgotten Worlds--------£40 A  Type Complete£ 3 5  N E W  CottonC a l l
Once 2t0 JAP PC Eriuvie suass a snocit. Sees SAE roe ce*evicn Lint 0110 NoW eoLsasonoe cALLt
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BUBSY THE BOBCAT SOON

AQUATIC GAMES £27

LHX ATTACK CHOPPER £34

ALISIA DRAGOON £27

SONIC 2 £29

*  KRAZY KONSOLES *  EST SINCE 1990 *  MAIL ORD,ER'
WE ALSO STOCK NEO GEO &
SUPER NENTENDO/FAMICOMI

ALIEN 38 3 5
63351 M E T E M A D . . . . . . . . . . . . 8 2 9
AQUATIC GAMES £ 3 7
ATOMIC A L R K N E R  5 3 3
MSTVSTHEDWCEHJWETS 3229
EU 5163 309061..............................SOON
BUCKROGETES ................. £ 3 3
E U L L S V S L N K E S S  £ 3 6
CAEJFORNIA G A M E S  3 3 7
CAFLASE H M E A I C A  £ 3 7
CRBJ<AN IHE FORE V S E N E A N  £ 3 5
CHESIRS C H E E S N I  £ 3 5
CHUCK R O C K  £ 3 5
CR56 BAUJTSPSTEDRJPPER £33
D A B A C A S I L E  £ 1 9
O E S E R T S T I R K E  5 3 2
DLWGEORS WAD D R A G O N S  £ 4 2
U C C O R / E D O L P / S N  £ 3 7
E U R O C L L I B S O C C E S  3 3 5
F 2 2 I N T S I C E P T O E R  £ 2 9
FAtAL F U R Y  C A L L
FLATEEEACK( I2M5G)  CALL
G A . 0 0  £ 3 8
G A L A H A D  £ 3 4
GYCEIGOG........................ £ 2 9
HOCKEY ( E A I F I H L W )  £ 2 9
HOCKEY SF1166 9 3  £ 3 5
1 ) 6 6 3 3 5  C A L L
C W T I H I T 1 I S T L N I S  8 3 4
O I S L M A D O E N 9 S  £ 2 7
OE0 MACDEN 9 3  £ 3 4
O 9 D A N V S 8 l R D  £ 2 5

KING OFITIE MONSTERS...........................CALL

M E
TAKES A L L  CARTS.  ENGLISH TEXT + JOYPAD
& POWER PACK PAL TV OR SCART VERSION.

Only£ 9 9
PLUS:SONIC.ESWAT
ORWONDERBOY3£ 1 0 9

NB- SCART MACHINES A U  1 7 %  FASTER THAN PAL

SOADEASH....................................................829
906056292...............................................£35
R000000IJM6ESPOND)............................827
ROLUNGTHUNDEP2.......................................£36
ROLOTOTHEIESCUE2.................................£34
SHADOWOFT}KSELLAST2...........................£25
SIDE POCKET POOL.......................................£35
31165195F821)E2 ...........................................£32
STTTEEITAGHIER2..........................................CALL
SUPER KICK OFF .......................................CALL
SUWEBSMASFTV .....................................£29
tA.ZT.tANLN..................................................£35
IERMDAATOQ..................................................£32
12 H9CHDE..............................................837
10)30 C R 5 5 6 0 9 3 5 . . . . £ 2 2
WONDER 8 0 9 5 . . . . . . . . 5 3 4
WORlD 1901118 SOCCER.........................335
WEAl WRESTLEMANIA....................................£35
X.MEN . C H 1 t

JAW SOPWARE

KID CHAMELEON............................................835
OLYMPICGOLD...........................................£27
RCADBLASIMA...............................................£17
SAINT SWORD..................................................£19
SPACE BATTLE GHMOIA.................................527
3133299...........................................................£22
S)SEEIFFGHIBRI........................................

_ . . . . 8 2 9

MEOW AC8ES$ORIIS
TLAROFIRE/SLOMOTION

JAPANESE ADAPTOR
TOPQUBLJT1T AlLOWS THE 558 OF J63W*SE
GAMES ON ALIT MSGA 035115

INTERNATIONAL MAGAZINES

OVER 100 tmu NE
STOCk ON 158 580*00198

P ADO £1.50 FRI GAME FOR NEXT DAY DELIVERY. MACHINES £10 24 HR COURIER DELIVERY.

IONAZY
P0 BOX 2 0 0

HALIFAX
WEST YORKSHIRE

HXB 3 LY

OFFICE HOURS MOK TO SAT 9-
S.3OPM CLOSED THUISDAY AM

ISTOCKTAKINO)

I f lN INOS  S . O - 7 O P M

THUNDER STORM FE . .  £39
WONDEROOG £ 3 9
ES.ACKNOIFASSALR.T
NIT&H 109CR .  .
SUEGAL............................................£83
ANNETAGAJE.. .  .
ROAD BlASTERS PS -  £ 4 3
A6TEPBURNER TI . .  £ 5 9
FINAL FUGHR £ 4 5
CILSSrCOLI.ECTSORL1SEI f l .  .  .885
JAGUAR Xi -221) £ 4 5
08 MONTANNA FOOTBALL £ 4 5

RATMAN RETTJRNS S O O N
WIPO COMMANDER 10094. S O O N
WO.FCHILD -  50034
MO'..SEVQIAJD...........................ON
NIGHT TRAP. .  8 0 ( 3 5 .

PLUS 2  O A M R S !
MIGA.CD RON (PWL/SCAR?1

.my£ 2

V W  c B r ' J L ' V  T C U (  t I E W  a a s -  I N I E I l E  E S E ? Y C H ! ! !
P L 1 A *  C A L L  F O  * V * S L A H I L I Y V  E F O E  O R O S R H , I G S l

ROADBLASTERS £17

TERMINATOR £32

AFTERBURNER III £39

PGA TOUR GOLF 2 £38

MENACER+ 6 GAMES £52


